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PAGE 6 

TRANSDISK IV 


O FTW ARE 


support for your XL/XE 




Best Seller! 


Now available exclusively from PAGE 6 SOFTWARE 

transfer your cassette games to disk with ea 

TMNSDISK IV is s simple to use utmiy that v,lll Iraasfer ell yoor cassette games to disk - easily and gumkiy. 

..._IrirtH tevels 


Handles any type of cassette format 
ALinw^ sev©TCil oaTTi©$ on on© disk 
SSes cosset thol require full <M. rnernwY 
Complete with chart of exactly how to transfer 
^he more popular games 


TARITALK 


the quick and easy way to 
transfer files to your ST 

rrr.tsqsSrSH. 

be l.on.ien«. «#. Iu» e-o- 

TARITALK i$ £19.95 complete with cable, 
software and instructions 





THE BIG DEWIO 

orid the best sampted sound 
heord on on 8-bit Atari (even beats a 

ccoyou 3t«dl= our OK, ioooei? 

HE BIG DEMO iS £ 3.95 


Handle, cassettes that load , 

Use all available memo^ on XL/XE machines 
Full step by step instructions include 

Price £19.95 

MINI OFFICE II 

The only combined business/opplicdiw package 
for your Atari now available from PAGE 6 

mn, orncE 'i 

JKot’csTs^amheet. n catabase, graph 

;^KEROPdCOMtJ.U^Al,ONS_.^^^^^^^^^ 

SE*'“re™r> n,0dl H fnt - a. sb"d « oy stond 

alone progiorm - if vou can find one! 

MfNf OfftCE H is program no soj-rotis user shouW be wifhout 

Price £14.95 


ATARI SOFTWARE BARGAINS 

_ELinniAment ot telephone for deta'[s o1 


do^ienfol g? 2 t half pric^ 


MIDIMASTER 

fine on up to 8 tracks - ploy back w,m arv 
voice - change tempo - transpose ■ plws 
AMS Of Muiic Slodio Hies - includes 
potch editors fw certain Casio and Yamo 
jynms - ond more. 

Comes compiete wifh interface coble, 
softwore* crnd fuit instfucfions 


SPELL ME 

Let your young ones enj^oy 
learning with your XL/aE 

A delightful pragram to teoch four ^ 1 

olds alphabet plus viford 

word ond pictute ossocialion. 

wllh those first steps whilst Jf ^«eli L 
to eniw the Atari as a creative tool. SPtLL ivit 
hat bMn wrilten by □ ouallfled ieocher. 

^ j CIiL 


jjtaon n-.iii-b--- —X - -- 


Price £24.95 
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Issue 48 

February/March 1991 

'The Magazine for 
the Dedicated Atari User' 

ISSN No. 0958 7705 

THE CREDITS 

All of the umm] stulTis m page 3 bi.U here an.' 
the people who rnadc this issue possible. 

Les Kllioigbaca didn't have lime tu get any 
ChristTiias presentJi ^tLrit;e the Lwti weeks be- 
forr Chrislrnas and ever] C'hrisImHS Kvt^ were 
anenl doing all I he--efJiting. l]^*^}e!ieLling. 
photography and pasir-tip ncoessaPp^ to gri 
this one nn the mad. 

Sftody did the advertising and worked hard 
in getting all the readers' CliHstiiias presents 
sent off' in time but tlie einhroldeiy went lor a 
burtOFi. 

Stacty just got more and more excited as 
CiirLstmas got closer and worked hard apart 
iVoni the day when she claimed the snow was 
up to her bedroom window! -She's now hoping 
that Mickey Mouse will send her a Year 
pi'esenL. 

iTie Kcgi]lar Coni rihiiltiTK, who pro^'idet I he 
haekhnnip of Chc magazme and ran gcnrrallv 
be nclJed upon to rnmc t«p with gond articles 
and reihc^'s. arc .... 

Mark Hutchinson John & Davison 

Joko Davisod jr John 

Fan] Rixon QaniOd Hnwaxtb 

Ian Fidlaysod Ptter Hlckittajl 

N.B. The Tipster aJsii CDntrihntcB 

All other contilbutors I'br this Issue are Indt- 
v^ldual^' credited alongside Uielr articles or 
programs. Thanks to ^reryhody tor sharing 
iheif cnihusiasm with oilier Atari users. 

The cover Is oi^r main game $nake§ ^ LAD¬ 
DERS by Kevin Harper, a program that wr 
ha^'e had for over two yeai-Si which proves 
that eveiyone st ill has' a chance of getting 
their games published. 

TIic aLsplraCiott this firtic catxicjrom ihc Lfsital 
dkfersc sotirces tnctiidtrtg lots o/ChrlsEmos rnusfic 
Jmni The Roches fexcdleaf "sfraighj" corofs nxid 
Crirnhfe n_^ine nJbwm^Jram Judijf Cofhns. a 

pnpoJ ™npiJnf^>ri/irim l^7ter flnbrie'J. cje oJhjjiri nf 
lotit- sangr.'j bp Piribar Furfi-p thsii iTHisE pt-Opk- llieIE 
hofc/tj cutd Anead 0'CojirSor (nlfk^ht a bit bicE 
soj-iu^Ltttefi wie.c]frt?af sorifr prtwnpis a Eistcft lo an 
album prcptoiLsltj di^missL^. AfUfotue else? WcU.. 
hou? aboLit Van Monison fsierprlse. sidrprisej? 
Another CAfceltenI n^bum - m/ the iLteird the 
Daijs Before Rock OJid Rott”. afmc^E hiof ftw Cut" 
Jerbuf noi ren%, nofbjng i.5 qiJ il*? like Wn 

NEW ATARI US^ER Is the maga^ne, 
PAGE 6 is th? caneept. Wherever you see 
PAGE B you'U know what Jt means! 

The dc^t lesne of NEW ATARI U&ER could 
fitatiiFE YOUR axtinlE arprograjo, 

BD SEND IT IN NOW! 


6 rirffwi Jii^t whaT yuu caa dff wilfi ytjar Atari:. W-IrA' 
ific eiccpiiaa a/Jinai f:Nipnt an a fJaatran and mst of a ^^pn^ 
raatfra far Ihe lT.\iing\ nnrf jiJTiTJr.iv, ihr mitgazia*' h prfptirvd 
rntirpiv wiifi .'linn haxrd cifnipmeni and xnjiwarr inyai! a 
■iJ^^rjTJlflv^ iW len vijfAjif/ jpucfrurfr'i J.IWAYC, 

rfr-d' drive, HiO di\k ifrhf. -ftf* 
ifiittMt'. .VTC Sf )23 primer. .\hmthv. 

Atdti SH 2 f }4 driv^, Carfidtia t disk 

Epf.iuti kXttfi* prixTtrt‘. Atm-Ti^ Jitvi'r jSlr/iUJrr, MitrifSiUffex" 
jwfjTJfjr .SvgTizjirp rjTi-Er«/4.'s S\fpLT}.cripi, Tnrira Savit'., 

AiTjnrl. JHf ■ fraE^r-riTJTEm. IVLjtf l^rini WiL t%jrTVFTJcr, 
Emie'xt and Eleel Stm'f I^abiiMhe'r. 

.■\riiattf.', and prtfgramx vit/rmitt^^d ua XfJXE ditkji are %ni?jeL-^ 
led la lunrjNX i-Ei£Auni H'/iWrjT prftgramn irefarr hein;^ Iran't/er^ 
red arrui^ lit Sfie ST no /kEJ major editing ev 

dane with Pratril and pagev are iaid oaf nith Eiret Sfreet 
A dri^ tire/im.wfu'd fPEfF h- up 
iypeiPtiiug frxtrfait fn Ar -I-Jr a fJitolran .IfU) and, hry 

p^iio,.fifikiteff pagii sent Jt. Jr rtaiiy dfnt 

iasfi .Alt fhnf h if ft is tP dfdp in fhe md Hf^A 

ii'i md ifriilf ait t'liir that, but yifir gfT the idedf 




A BETTER CHOICE? 

A strange thing seems to happening at tJie moment. As the number of companies 
supporting the XL/XE gets smaller so the choice of software and other Item-s available 
seems to be getting bigger! in fact you can now^ obtain software for your Atari which 
has ne^^er before been available In this country or which has not been sold here for 
many years. An added benefit is that most of this software is being offered at a 
fraction of its original price. 

You will have rioLiecd that the number of companies supporting the 8-blt Atari can 
now be almost counted on one liand but If you check the adverts you will find a huge 
variety" of goodies to feed to your computer. Gralin IntemationaJ have this issue 
brought in a lot of software from Antic magazine in tfic States rioric of w^tlioh. lo Our 
knowledge, has been easily available before irom a UK company and their catalogue is 
full of the more serious items from companies like ICD anti Alpha Systems. As an 
aside several readers have been suspicious of GralSn because they do not show a 
telephone number In their actverttsements. The company is actually njn by a couple 
of guys from the E5ouiTiemoutb and Poole User Group w^ho ha^'e known for many 
years and who have provided support for the S-bii at all of Lbie Atari Shows in reeciit 
years and we have no reason to belie%'e they are anything but trustworthy. The 
Lelephone siluaLiori is rather silly and we are continually pressing them to ha%"e, at 
least, an answering machine Installed, I believe that telephone contact is essential 
even if only as a 'last resort' back up. Someone wlio does it the other way round and 
gives a telephone number but no address is Derek Fem who has managed to find 
some incredible hardware bargains in recent months and is now digging up some 
software that is otherwise impossible to find. Derek is now virtually the only source 
for hardware and items such as Llie AlailWriter word processor. Incidentally, Derek 
should now have available Atari writer on cassette [for the first time ever) which, with 
the Rambo high speed loader supplied will load in just 54 seconds. It is incredible to 
think that after all these years a top class word processor Is now available on cassette 
for the first time. 

Another enthusiast who wants to keep support of the 8-bit going is Bill Sutton who 
runs the user group XL/XE ALIVE. Bill has bought up a lot of software from CalJlsto 
and oLhers and you will find an advertisement In this issue. If you want to keep the 
Atari S-bit alive then check out his advertisement and buy something or send for his 
full lists. TJlose of you who complain that there is not much software av^ailable should 
check out Miles Better Software who have an erionllous number oi' titles in Lheir 
adverl.s. Sure very^ little is 'new release' material but there is a great variety and you 
surely can't have ev'cry one of those titles can you? 

We are also doing our bit as well with all those ROMs from Atari and some recently 
discovered books tliat we can sell at ridiculously low prices. In a rather perverse wray 
you have never had It so good. All it needs now^ Is for the thousands on yciur side to 
support the handful nn this side and that way the Atari S-bit v^ill survive fora long, 
long time. 

STILL NO DISK DRIVES 

The negative side at the momeiit is the continuing non-availability of disk drives. 
[>erek Feni has a handful but It needs someone Lo produce an interface to allow a 
standard disk drive to be used (and it can be done, can't it Derek?} and be available in 
large numbers. Much of Lhe software mentioned above Is available on disk only and 1f 
tlte disk drive supply situation Is not rectified then all the efforts to support the 8-bit 
will come to nou.ght as folks will simply sell up or give up. We will market an 
Snde]>endent drive and do all the advertising if someone can come up with Oie 
hard^^Tire at a reasonable price. How about it someone? 


JIlx. Sfiin^fiam 


mV/AJASf mi$ created wiih FLEEJ SMEJ PmSHER 

from Mirrorsoft 
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B.Ware Atari Software. 






£ 29.95 '’Simplicity itself to operate, 

and even those with little experience of 
database applieations should have little if 
A any problem in mastering all the 
features’/Fast and Friendly","Very l.ow 
Cost” - Micro Mart - ^ov 1990 - (ST Only) 


See Review of Super Card 2 in this issue 


The Original - now only £ 19.95. 

"An Excellent Program”, "Fast, Reliable and y 

[nexpeDsive", "Very Easy To Use”, "Shonlil Be 
In Everyone’s Collection", "Indi^ensable", 

"BUY IT" -New Atari User ■ ^ 

8-Bit XL/XE Disc Mep a Deal 
A-Zim + Cj^r-StfeB + ZoUai 
Esciiw + Dam -I- The 


"Indi^en sable" 

(ST Only) 

More BWare S t llttes 


piww - £9.95 - rWse 

ST Came Compendium. 

+ HUr Bwkc + Jump 

- £ 14.95. 



B.Base 2 
i 9,95 
B,Spell 
£ 14.95 
B,Spell 
Const nictioD 
Set 

£ 5.09 
PlaySpell 
£ 14.95 


PlaySpell Plus 
£ 19.95 
Master Time 
(NEW) 

£ 17.95 
Maths 
£ 14.95 


Cheques 

Systems. 


B, Bytes Computer 
B.Ware Software c/o 


Payable 
and send to 
B^Bytes Computer Systems, 19 Southfield Road, 
Hinckley, Leics. LEIO lUA. Tel (0455) 613377 
9-5 Mon-Sat. - Access / Visa / Am Express, 



Graun International 

11 Shillito Road. Parfeione. Poole, Dorset BH12 2BN 

Special Purchase: ANTIC Bisk Software 

only £7.99 per dtle; £34.99 for 5; £59.99 for 10 

ENTERTAINMENT 

Astrology ..............Create beaulifui wharfs for y&ur family & friends 

Atarioracle coFnputer OUJf board. Predicistkefulure 

Blue Team l^udgit .Torno/nerU Great graphics 

Dragon's Quest... Ulustrated adventure game 

King Tut's Tomb & Con. Set . 4S dangerous, muUi screen wmbs 

Klondike Solitaire & Sevens (Fan Tan) ............2 classic card games 

Weaken ^......Battle m mnerspace Xtal...» Command a star crusierf 

Poziler ......Infmate jigsaw pu2iie Solar Star 

PRODUCnVITY & UTILITY 

Creative Process L8 .... ......Outlineprocessor 

Dcq> Blue C Compile? & MathEb .. Low cost excellent compiler 

Floaling Point Package Sl Extended DDT Macros &. new DDT 

for MACi6S 

RAMBrandt...... ...The aitinuue pmnt software 

SoEd Object Module Create 3D objecis easily for RAMbrandt 

Backtalk . . Full featured communications package 

BASIC View______ .Monitor for BASIC programs 

Envision ..... characierfmap editor. 

Sherlock 1050............ .........Restore crashed disks 

Picture + 3.0 & Lister + 1.5 Screen Plot 

TntcrLISP/65 2.5 Enhanecd POKEY Rayer 

EDUCATION 

Mapware .^..^..........^.^.......................Add maps to your own programs 

Memorease+... .^.Learn to memorize efficiently 

Speadread+ .................................Learn to read faster with less effort 

We also have a large selection of back issue ANTICs: 

ANTIC without disk____ £0.99 ANTIC with disk.... £2.99 

SSAE for list, more details on above s/w & other Cralin products 

Please add £3 P&P to all orders 


FLIGHT SIMULATOR II 

for tKo XL/XE 


CLEARANCE OFFER 


We Ira re a few copies of FS2 snif some soenery ifiaks 
i&fi now on ^poofet offer 


FLIGHT SI 
SCENERY 
SCENERY 
SCENERY 

^^ITKIC E3 V 

MULA 

DISK 

DISK 

DISK 

TOR 2 

£34.95 

£22.50 
£ 7.95 
£ 7.95 
£ 7.95 

O 

A 


IZ 

L 1 E.&ISJ 

a 

ft, 


Olh.vClMC-ri T 

SCENERY 
JAPAN 
LEARNING T 

DISK 

-y 


£ 7.9S 
C 7,95 
£ 7.95 

/ 


0 FLV 

BOOK 

JL 1 

cig.05 


These are limited stocks at these prices so we suggest 
that you check your order by telephone 

Order from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
Telephone 0785 213928 

Access* Visa or Switch orders welcome 

COMING NEXT ISSUE 

SOFTWARE FOR THE LYNX... 

Al LasI thtrv are a more eartritii^es available ior 
the uhimatc hand-held machine^ We hrlng you reviews 
of XENOPHOHIt, KC>AI> BLASTERS, MS PACMAN, 
KLAX, ZAl.Ok MERCENARY and SLIME W ORLD. 
That Lot should keep your palm^ sweaty for a w"hite! 


BACK ISSUES 


The/olloujmg iwicfc issues of 

NEW ATARI USER are stUI available 

Issue 31 Issue 40 

Issue 32 Issue 41 

Issue 33 Issue 42 

Issue 34 Issue 43 

Issue 36 Issue 44 

Issue 37 Issue 45 

Issue 33 Issue 46 

Issue 39 Issue 47 

DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are J^L.75 each in the UK (inc po&tapHcfciii|), 
far Burdpe Or surface mall eLsewhcrC aud 1L3.B0 
for Air Mall outside Europe. Prices include postage 
ISSUE DISKS are for any 48h or 64k S-hLt Atari 
Each dlak is Postage FREE in U.Kl 

Overseas add ^1 per order (any number of disks) 
Send your order tp 

PAGE 6, P.O. BOX 54, STAFFORD, ST16IDR, ENGLAND. 
ACCESS and VISA accepted. Telephone 0785 213928 
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MIXING THEM UP 

I am llAvliig pirobtems tfl 
typing in your two part liat- 
ings such as Mausa Party, 
Skirmish, Greenfingcrs and 
others. I type in Listing 1 
and save it to disk then 1 
type In Listing 2 and I find 
that it goes Into Listing 1 so 
I cannot mn them. I have 
tried turning the computer 
off then loading Listing 1 
but it still does not work, 

E. Hendiie, 

Edmonton 

77ie Itstir^s fJi qiiesf(on art? 
fUJO seporate listiiicfs nnc! 
shouici nof btf combined. A/ter 
lypirijj fhcJirst (Jsfing nrtd 
sctL'ing it you should clear it 
from memory by typing 
and pressing Reium or by 
suJiichtnp you rrtocfiinc on 
and ojf. Then type in Listing 2 
and sa[;o it as a fotaliy sepa¬ 
rate listing. Jn the case of the 
programs you haue mentioned 
you then UJAD iisifng I 
fttrhicti utiif autojujafically de- 
iete any other program in 
meitvory) and rtm this io cre¬ 
ate yet anolher proyrani on 
disk. V'oit ihen I.OAD iisfing 2 
fthus dcletifig listing 1 ) anti 
run it. This fheri rans the neio 
program you haue created on 
disk. Sounds a bit cornpK- 
caied hut ii’s tiof. dust remem¬ 
ber that, tuitess the article 
contains specific irtsiructions 
io the contrary, all iisfings in 
the magazine are separate 
programs and should be 
typ^ fn sepOJiPteiy luith any 
prei-’ious listing ctearedjroni 
memory Jirsf- 


GOLF 

1 Ve just become interested 
in Golf: so 1 was tliinkiiig of 
buying a golf game^ Please 
could you give me a Ust of 
all golf games on disk and 



n€4H€9HS€ft to- 
wntto to 

^,0. ^o% 54 
Sut^^&nd 

snte ftm 


also state the prices. Which 
game would you advise me 
on? I Uke games with good 
graphics and an addictive 
gameplay. I was also won¬ 
dering about Matchplay 
Golf, Does It need Pro Golf 
to run or Is It a single 
game? And Is it any good? 

James Haworth, 

Oadby 


H?iar do you mean is cme of 
oio- Bonus games any goodt 
Of coarse tf is, it's bnlliaritJ 
Seriously, both Matchplay 
Goi/and PriJ Golf are excellent 
games ujitti decent graphics 
and (oill proofde you u^tth 
many hours play. They are 
separate gomes and^r a 
mere £2.95 you can't go 
mrong. There hace been uery 
Jew golf gomes on the S-bit 
but toe ujoutd strongly reoom* 
mend Leaderboard if you can 
find a uJhfch is top notch, 
especiaity the graphics lohfch 
giLie you a. behind the golfer 
perspectiLse. Vdu can also buy 
a Tournament' disk tohich 
gfocs you extra courses. See if 
i/ou canJfnd a copy, you 
uxjn't be disappointed. 


PRINTER CONNECTION 

Would It be possible to con¬ 
nect ifty 130XE to a Star 
LCIO printer. 1 know yen 
can buy an Interface 
already bulU but they are 
rather ejcpensive. Would 1 
be able to con^tniet my 
own? Could you please give 
me the pinouts tf possible. 1 
irsed the L^lO on my STFM 
but alas my STFM has bit 
the dust and as 1 have ac- 
ciuired the 130XE it seemed 
a shame not to Jain them 
together. 

J. J. Davlea. 

ThnrriLon Heath 

you can C’orinect the 


LClQio yoLir iSOXK but nol 
wtthoiii on iriterfocfif. Tfie ST 
has RS232 ond CL^nironics in¬ 
terfaces built (n blit with tfte 
XL/XE, Atari prouiried these 
interfaces only cls an 
atiri-OPi in. th^ Jbrm of thi? S50 
interfaciE. OriylJitilly it loas not 
feU trial o honuf eompnier 
would sucri intf^r/act?s 

Lulticri L^joiild increase ihe cost 
of tFie FFiachiiie considerabh^ 
(this was the days when on 
Aiori 800 cost £645!} baf 
when il became apparent that 
people Liian^ecf to add printers 
and rTlodoms Atari, produced 
the 650. Having made rnll- 
lions of these fricy were not 
aboid. to odd tnte^oces to itie 
(afer XE models althoi^h they 
could iKwe done quit^ easily 
and cheaply• Tt\e simplest 
way to add a printer is to buy 
an interface cable but you can 
build youroum interface. 
Derek Fern has developed 
5 cueral f?-jri?rTE£iL interfaces 
and can supply these in fcif 
/omi or ready builf - eheck riis 
aduerf In this issue. Unfortun- 
atefy you oan'tjust male*? a 
caiTlcr to CORHffct trie? printer. 
[uouLd iriat ii were that easyl 


OOPS TYPO 


Having made aU the 
changes to TYPQ 3 as prin¬ 
ted In Issue 47, then cheek¬ 
ing all the two letter codes 
and making several copies 
to be on the safe aide I ran 
the program to be greeted 
with *TYFO m is up and 
running . Great so far. 1 
typed a few hues of a prog¬ 
ram and pressed the RESET 
key and it locked up. No¬ 
thing 1 could do would 
make the program respond. 
What's wrong. 1 thought It 
was now supposed to be 
reset proof? 

K. Edwards, 

Runcorn 


1 have a and Xd2 

data recorder and find that 
the TYPO 3 listing In its 
present format will not 
work. The problem Is that 
when System Reset ts 
pressed the machine locks 
up and any listing being 
j typed is lost forever. 


a. 
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The fix to lhi% problem la 
to change line 135 to read: 
135 POKE9 h2:FOK:E 
2a:P0KE 3,6 
which will now allow the 
program to run normally. 

G. Sumner 

Preston 

Apofpgies ro {rveryone luho 
had problems. Oitr fault for 
nat Lesling the routine oui dfi 
Cl cassette only system. We 
did check that it worked when 
loadedJfom cassette but 
had a disk drtue hoofed [jp at 
^he same time and with /iiis 
cornbinaLtan tt luorfced ofcay. 


AN ANSWER 

1 write In connection with 
the letter in Is^ne 47 en¬ 
quiring about a game which 
Involves 'docking' between 
levels. The game In ques¬ 
tion is called SPACE EGGS 
and Is available from The 
Atari Centre, Broad Street, 
Birmingham^ 1 cannot re¬ 
member the price but I be¬ 
lieve it was under £15. 

M. Stinson 

Ashtay, Leics. 

Tlian/cs for the info. Someone 
else u-TotP to seiy that the 
game was GAIAGA blI^ didn't 
krtoio y an Atari uerston f-iad 
been written. We can’i! remem¬ 
ber efttier but ft was it dis¬ 
appeared many gears ago. 


INTERFERENCE 

1 read an article In a news¬ 
paper recently that forecast 
potential problems with the 
proposed Channel 5 TV sta¬ 
tion. As 1 understand It 
Channel 5 has been allo¬ 
cated frequencies 35 and 37 
and will use both channels 
simiiltaneousty for sound 
and vision. There may well 
be some 'bleed over* into 
channel 36 which Is the 
channel used by the XL and 
XE when connected to a TV, 
A spokesman for the au¬ 
thorities played down any 
problems but as an old 
cynic Tve heard assurances 
like that before, 


Can anyone teU me 
whether there Is likely to be 
any problem and whether 
there is any possibility of 
re-tuning my 3-bit to a dif¬ 
ferent frequency? 

K. L. Laldlaw 

Hinckley 

This could be guefe serious. 
Jmaycrie being up to touei J J 5 
of the latosi biast ^entjust 
about to go tdo ihejuxal 
megaphase and being fnter- 
rupted by NeighboursJ StUL if 
they mnJkrf? it int^^ractiue you 
couid always blast Jason 
Donovan mstead! This one 
needs soim feedback from 
soine of the Atari owning TV 
euyfne^^rs out there. Angone 
got OJiy comment? 


SOUNDING OFF 

1 am the proud owner of an 
30OXL which has a great 
sound chip (POKEY) hut 
why doesn't anyone use Its 
filters and timing registers? 
Is there any info out there 
to explain them. 1 listen to 
sound through nay Hi-Fi and 
It sounds great but when 1 
load up a game the sound 
dies and turns Into blips 
and blops. YukS is there any 
software that explains the 
use of the POKEY chip in 
detail Uke filters, smooth 
sweeping^ timing registers 
and so forth? 

Peter Adamclk, 

FTankstcin. AiistJEilia 

/ have never u^lders^CKXi u?hy 
so few people have taken 
advantage of the XL's 16-bit 
sound capabiljfif?s- We pub¬ 
lished on artirto and program 
in Jssuf? 3 i which touched on 
it and I seem to n^Fn^mber 
ihal there Lt?as a book at one 
time fhaf had a chapter de¬ 
voted to this sui^^ec/. J* think ii 
was The 600XL Handbook. 
Moirt q/‘ the book was pretty 
disposable but the section on 
sound was e.ai;oeiEeFit giving all 
the detafc you mentioned. 
Perhaps someone could dig it 
oul and ujrLte us an artide, 
maybe even Ihe aLdttor coufd 
give tis permission to repub¬ 
lish it as ; that the 

book fs now long out of print 


PROBLEMS... 

I have ait SOOXL with a US 
Doubler. Can you help with 
the following: 

1* 1 can't seem to make a 
working copy of Mini Office 
2.1 have DOS 2.5, Sparta- 
Dos 2.3 and Copymate 4.3. 
Part of Mini Office will copy 
but not alL What am T doing 
wrong? 

2. Who sells the hardware 
PC DITTO 2 for the ST? 

3. How do you interface or 
cable the SOOXL to an Am- 
strad GT-65 Monochrome 
VDU which Is RGB? 

4. Is there any way to out¬ 
put B-hit files from Textpio 
and Mini Office 2 Into an 
ST? 

5. Same question as above, 

1 can't seem to be able to 
make a working copy of 
Textpro. 

1 am sure that 1 am the 
weak link. I believe that I 
am the only Atari S-blt type 
up here in Derryi There is 
nobody to talk to as the 
Atari never caught on up 
here. 

Dave Tierney 

' Loiidonderiy 

You hatJtf? some prob- 

toms oopytny Afirii Office 2 
since we be-fieue diem are a 
couple of bad sec.iors oti the 
disk designed to stop people 
making pj'rafe cople.^. We had 
all our mpi^s of Mini Office 2 

i pro/cfssionaily duplicated 
iLihich reiains such 'pratoc- 
tEou'. You sliotdd }iaue no 
probtoriis in use/ty Miui Ofjice 
without backing fi up. Just 
moJeo sure that you aluxiys 
keep if uiriCc proiccicfd and al- 
uxiys LLScf a sepanato disk for 
your dala. As regards Tex- 
tpra. dierc is fio reason why 
you CGFiFiof copy it Copy- 
mate since this is what ( 4 >e 
use to dupiicate tots dLsk. The 
oniy probicFFi you rrtciy haLff is 
if yoLtr poHicuiar disk ^las a 
bad sector. PC DITTO is. ive 
believe, no longer available 
since the company producing 
it has. apparently^ fled their 
offices withoLil a forwarding 
address. You might Jh\d a re- 
icdler somewhere with some 
stc>ok but it would not be wise 
to buy since there tuiif be no 
backup. As far as toe Am- 


sirad moniiorgoes I'm afraid 
yau'ii have to give up sir^ce 
you can't connect an RCiB 
monitor to the 6-bit which has 
onhi composiie video outpui. 
Finalhp transjerring 8-hiI files 
to ihc ST is easy uuto TARJ- 
TALK [from Page 6). If you do 
Ptauc an S50 inierjdce or P:Rr 
Connectionan then you can 
transfer flies using a nutf 
modem cobie and suitobie 
comms software dfi each 
machEhe. We use KeFTFlit 
litoich is available on both 
FFiachEjnes cfi the ptibJic 
domain. 


CONFUSED 

1 am L1 years old and 1 have 
had the New Atari User 
magazine since April 1990 
and 1 have noticed that 
nearly all the type in prog¬ 
rams that are for the XL/XE 
involve putting Inverted 
commas into the lines of 
the program. 1 cannot do 
this since my 65XE has to 
have inverted commas to 
show I've started and 
another pair to show I've 
finished i*e. 10 ? ''the line". 
The computer thinks that 
when the commas appear in 
that line it should stop the 
line to move on to another 
line. Please help me to find 
another way to type your 
brill programs into my 
computer. 

Lee Birch 

Norlhaiivpton 

Wt^'d iou? (0 h^?ip l^e. bul con¬ 
fess to bciFig totally confused. 
You caj-[ type a!i qf the lisiings 
iTE New Atari User exactly as 
they are printed uJidiOLif any 
problem on a GBXE. Eifbeir 
you are doing something that 
yoEi shouldnl nr your machinff 
is faulty. Has any oner had 
any fhimiiar probiejfis or Curt 
aFiyCFic figure ou^ whal Lee is 
doing wmng? 
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PROGRAMMING 


GETKEY 


by L.C. Jeffs 


V irtually eveiy time 1 wrote an application 1 found that 
\vben 1 needed to input data the INPUT and GETT 
cnnimanda did not do Lhe Job as I requirrtl, Without 
the use of TRAP and/or extensive post RETURN checks uti- 
warited data still slipped by. I found 1 needed to he able to 
input data and cheek it character by character to ensure that 
it was within the parameters I required, o ■, 

Wit h these requirementB in mind t set out to write a Basic 
routine to do this. I soon became aware that an all enibraentg 
routine would be for too larfjc and so a compromise was made 
1 chose to have six different basic types of tnput, the alphabe¬ 
tical ones divided into three sub-types and tlie 2 numerical 
ones capable of up to decimal places, These are shown In 

Table 2, 

THE LISTINGS 

GETKEY^DMO Is the demonstration routine to show how ti^- 
KEY works, it uses the main routine itself for you to enter the 

parameters yOil require, 

GETKEY.LOl is the main routine. It starts at line 100 as bell f, 
a freouenllv uacd routine Basic can find it quicker in the lower 
numbers, The GETlT^EY-UDl routine takes up 3746 bytes ot 
memory' (just over 3.5K) but selective deletion of unused sec- 
nons would of course reduce tfiis, 

THE PARAMETERS 

The parameters will be set by the programmer audit is up to 
him/her to ensure that they do not clash, i.e, if MAXLEN la set 
to 20 and X is greater than 19 then the field will extend bey ond 

the cursors range and cause an error- 
It is possible for the program to work out some of the para- 


CJETKEV PARAMETERS 


K - 13 tr« X co-irdlnal.^ <11 

■ 23 th*n 5^ plua MAKLEW Tinu&l nol fficcfied 37 . 

MAXLEN - Is lha moKimuin langih il>e 
iiclda Ihim must includa me sifiin 
Numeric date 1= only accuraia up la to dtalls- 

CUBS a cede H> ellaw cursor keya lo he used, aea 

,or values When CURSOR "’ovament la aUowed end uecd 
the warlB&la RF raiurns a value, see TaDle * tor values 

returned- 

type - IS n a«*e fo. the type el input, aee Table for explana- 

lion- 

MIM - Is uaed lor numarlcol input -nd gives the minimum value 
0 llciw«Cl to be Input. 

max - 18 used tor numerical Input end gives lhe maximum vslue 
allOV¥c-d lO tM= inpMl- 

Is allOWCMd. 

RESULTS - tti^f tiTial value rciurnfld fr&m the OETKEV riiUllne. 


meters as does the demo routine for MAXLEN, MlN and MAX. 
but this can become a little complex. Table 1 describes the 
parameters. I** should be set to whatever value is requited if a 
CURSOR key is usc-d to skip out of a Held. T$ should be 
padded with blanks or zeros to the length of the held 
RESULT'S ia built up by vour input and is kept when ra- rURN 
is pressed, it Is already padded with blanks or zems^lf a 
CURSOR key is pressed thcn'l'S is transferred into RESULT-^. 

TTic rest of the parameters are fairly self explanatory using 
Table 1 io what they do. 

TO USE GETKEY 

You are required to set the screen up and must allow one 
character each side of each Held for the chevron markers. 

If you keep a channel open to the keyboard and are using 
atari basic remove lines 84,86. loa and 128, and alter mes 
85 and 117 to reflect your open channel, 
fiet the parameters lor each field that you require just before 
railing GOSUB lOO and move RESULTS Into your owm variable 
upon RETURN (use VAHRESULT'S} for number fields). 

If cursor movement was allowed check RF for the vsdu^ □ ^ 

to 4 for direction and branch your routine accordtngly. RF is .y 
wJieii ret-urn Is? pressi^d, 

SEPARATING THE LISTINGS 

At the end of the listing from lines 2000 onwards are some 
helped cummaiid Uncs to pj'iiit, save, and s^paratclj dst e 
routines to Urlve i. Use GOTO in dirc’Ct mode using the 
appropriate line number as foUaws> 

2010 Lists a copy of the whole routine to the printer, 
second iTRlNTf statement forces a page eject Irom an Lf SON 
printer, replace flats if your printer uses a dilferent control 

201 1 Saves a copy of the whole routine to Drive L as a backup 

copy named‘Gtn’KEY-BAK - 

2012 Saves a copy of the whole routine to Drive 1 naiiie 

M«urt» the mate nmtlneto Drive 1 ..amcri GETKCT.LOl'. 
niis is the routine vou will need to ENTER into your own 
rouWe. Ensure ycu do not use lines 100 to 205 and that you 
include In your routine a DlMension for T$(38) and 
R£:SULT'!fe(38). 

2014 Lists the DElWO routine to Drive 1 named Ubl- 

KEY.DMO’. .f- B'l’iJirv m R" 

2015 Lists the trailer routine to Drive 1 named GDI KEY,T . . 

Whatei'er line you goto will peiform that and all following 
lines so if for example you do not want to save a listing oI the 
trailer delete or RI-:M out line 2015 before you OOTO. 

If you are a cassette based Adrian then change the filenames 
to "C:" and the SAVE's to CSAVE- You i^iH then be required to 
press return before each line is executed. 
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GETKEY 

1 REW WWltm iH HHWKKU i fmtKMWIffWWHHTtWHK H HH 


YZ 2 HEH * GETKEY V* 2.0 * 
RU S HEM » Listing i * 
FS 4 REM » by L.C. JEFFS * 
Sfl S REM --—--* 


CG 6 REM » NEH ATaRl USER - JA*ff ‘^1 * 

HU 7 REM KMWMMMlfK^ WW Hl i WWMMHMKH HKHMHHMMK 

HH 0 REM 

PY 108 OP Eli ttl,4^0^"K 

KR 10» I> = TVI*£-INT iTVPE/±OJ»10 S THlIfTfTYPE/ 

.... MAKLEMul THEN A= 

A 

RiS 110 IF T<S THEM RESULT^ 11 ^ 1) ... 

TS tMAHLEH-a* ...RESULTS tfl+ll 

^RESULTS:GOTO 114 

Rl) 111 RESULTSflj 13 £ RESULTS tMAHLEN-*^ 

IfflKLEN-A) ="0"*; RESULTS < ft + 13 =HESt!LTS : 1 = H 
AKLeH-l> 

PK 112 IF l>>0 THEN RESULTS CMAHLEIi“l>, MflKLE 
1 = 1-1 

EH HI IF T = 6 THEM RESULTS <1,1)I-X^l 
BH 114 DfiT=eifl=:0:RF = 0;l>F = flS POSITION K-l.Y 
:? HESULTSl'*<“; 

IS 115 IF *<0 THEN fl-fl 
HO 11& TRAP IZS 
OR 117 GET ttl.OAT 
JQ LlO TRAP 40000 

SO 119 A-A + ISIF A = 1 AMO i>AT = 12* THEN 0=0 i 
? 3 GOTO 12G 

NA 120 XF A>MO»LEH AMP 0ATO126 AND DOT<> 
ANP OAT 0 41 AND 0ATO4S AHA CD AT <2 
S OR DAT>I13 THEN ? "0**; : A = A-1 3 GOTO 12 
G 

SR 121 IF T<5 THEN GOSUD i30;tOTO 123 
NO 122 GOSUB 1G8 

UL 123 POSITION RESULTS] 

PM 124 eOTO 12fi 

IG IZ^ POSITION H*«AKLEH>V]? i 
US 120 IF HF-O THEN 115 

LG 127 POSITION JI-1,Y:? ” -jsPOSIlION K + M 
AKLEH,V3? 

LZ 120 CLOSE ttl 
AC 129 RETURN 
CH 130 REM CHARS 

OJ 111 IF DA¥=155 THEN RF=:5:;GOT0 157 
KO 132 IF DAT^120 AND A>1 THEN RESULTS£A“ 
1,A-13=" : A = A-2; COTO 167 

PD 133 XF DAT>27 AND DAT<32 THEN 136 
RJ 134 GOTO 139 

DF 13^ IF i:<CURS = l OR CUHS = 3) AND CDftl>Z7 
AND D AT <3013 OR C CCIJRS = 2 OH CiJR5 = 33 A 
HD CDAT>Z9 AND DAT<3211 THEM 137 
RD 130 GOTO lie 

OI 137 ttr = DAT^Z7: POSITION H-1,Y52 '']TS; 

" :RESyLTS=T&2GOTO 107 
Htr 130 2 "□"JlGOTO 167 
CD 139 ON T GOTO 140,145*lS2,159 
SN 140 ON D GOTO 141,143.166 
III 141 IF CDAT>04 AND DAT<91) OR IPAT>192 
AND DAT<Z193 THEN 165 
JtC 142 GOTO lOO 

ZF 143 IF CDAT>96 AND DAT<t231 OR CDAT<ZZ 
4 AND DAT<251) THEM 1D5 
RI 144 GOTO 166 
TS 145 OH D GOTO 146^140,150 
OU 146 IF tDAT>31 AND DAT<051 OR <DAT>90 
AND DAT<123) THEM 165 
RF 147 GOTO 165 

BF 140 IF DAI>31 AMD DAT<96 THEN 1B6 
ItL 149 GOTO 105 

CL 150 IF fDAT>31 AND .DAT<90J OR CDAT>?6 
AND DAT<1237 THEN 166 
OP 151 GOTO 165 


Atari Basic 


ME 

152 

ON D GOTO 153,155j.l57 



HF 

153 

IF CDAT>31 AND DAT<48I 

PR 

CDAr>57 


AND 

DAT<55) on CDAT>90 AND 

DAT<96) OR 


fDAT>96 AND DAT<i23} THEN 

166 


OY 

154 

GOTO 165 



AY 

155 

xr DaT>31 AMO t>aTOB then 

156 

RE 

156 

GOTO 166 



DG 

157 

IF CDAT131 AND DAT<96) 

OR 

£DAT>96 


AND 

DAT<123) THEN 166 



RK 

1S8 

GOTO 165 



TA 

159 

OH D GOTO 160,162,164 



MD 

168 

IF DAT>95 AND DAT<123 

THEN 

166 

OR 

161 

GOtU 165 



HU 

18Z 

IF IdAT>04 AMD DAT<4S1 

OR 

CDAf>57 


AND 

DAT<91) THEM 166 



OK 

163 

GOTO 165 



BH 

164 

XF IDAT>64 AND DAT<91) 

OR 

fDAT>95 


AND 

DAT 1123) THEN 166 



AP 

165 

7 j:A=A-1:GOTO 167 



JL 

166 

RESULTS tA,Al=CHRS fDAT) 



AE 

107 

RETURN 



CH 

166 

HEH HUMS 



JK 

159 

IF DAT=155 THEN 102 



YQ 

170 

IF CCCURS-X DR CURS=3) 

AND 

£DAT>27 


AND DAT<30)) OR < CCilRS = 2 OR CUHS = 3J A i j 
HD CDAT>Z9 AttD DAT<3Z}J THEM 17Z ' 

00 171 GOTO 173 

CD 17Z RF=DAT-27:POSITI0M M-1,Y:? ” ”]TSj I 

" : HEStlLTS = TS :Cf)TO 204 

LU 173 IF I<1 THEN DF=1 : A = MAHLEii-P 
VZ 174 IF DF=0 AND DAT=46 AND D>0 TMEM DF 
=1]A^MAKLEN-D:GOTO 204 
UO 175 IF T = 6 AND' A = 1 THEN A = 2 
H0 17B IF T=0 AND CDAT=43 OR DAT=45J THEN 
RESULTS Cl ^ 1) =CMflS CD ATI :A=:A-11 GOTO 204 
IT 177 IF CDAT<48 OR DAT>S7> AND 0OT<>1Z6 
THEN t "S";;A=A-i;GOfP 204 
FM 17fl IF A^l AMD DAT = 126 THEN ? A^ifl 

:^OTO 204 

HG 179 EF DF=0 THEN 185 
HH 180 IF DAT:zlZG THEM 162 
RF 181 GOTO 104 

KP IBZ IF A-X+T-3 THEN DF=0SA=A-1:GOTO IS 
0 

HE 103 A = A'-2 : RESULTSCA + l, ft*l) =:"0" : GOTO 20 
4 

KM 164 RESULTSCA^A)=CHn£CDAT)!GOTO 204 
SN 185 XF DAT^IIG THEN 167 
OU 186 GOTO 191 

CH 187 IF T = 6 AMD A = 2 THEN RESULTS Cl,1)=“ ! 

AiiA-2 :C0T0 204 I 

HB 180 IF I>1 THEN FOR DAT=I+T-5 TO T-3 S 
TEP -1;RESULTS COAT,DAT)^RESULTS CDAT”!^ 

DAT-11 :NE)CT DAT 
HA 169 RESULTS It-#, T-4T =‘“0" 

RV 190 A=A-Z!GOTO 204 

JL 191 IF tT^^S AND A>I> OR CT = 6 AND A>I+1 
) THEN r "S",:A=A-lsGOrO 204 
HE 192 IF T=G THEM 194 
TU 193 GOTO 198 
DO 194 IF I=I THEN 195 
GL 195 RESULTSCZ^1)^RESULTSC3jX+1) 

LJ 196 ReSllLTSCI + l,r41)=CHHSCDAT) 

OZ 197 GOTO 204 

06 196 IF 1=1 THEN ZOO 

YA 199 results£1,1-11-RESULTS£2,I) 

RY 200 RESULTS<1,I)=CHHStDAT) 

NO ZBl GOTO 204 

MT 202 IF UAL £RESULTS) CMIII OR UALtRESULTS 
)>nAH THEN ? i A = A-15GOFO 204 

DC 203 REII5 
ZK 204 RETURN 
1 OG 205 END 

m 
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GETKEY 


Atari Basic 


acH wm i K t twm i i i imMwmcMmum H wwMMMM W'W 

REH * GETKEY U. 2.® " 

HEM * t)«Mons'tr'4''Eion 

REft » bs L.C. JEEFS 

5R S REM *--------- 

CG G REM » NEH AVARI UiER - JAR * 

REH W Wm i KR I tm i imWWRKWWWMMR W W R KK** 
REM 


NO 

vz 

KR 

FS 


WU 

HH 


ZR i® DXH T$ (301 , RE^ULTS'tSdl 

OC Jli K1 = 1®1 Vi=t6JMftKLeNl. = i0!l«Nl-^e?MOKl 
!CUR51=® i TVPEi-52 

UL 12 ? "A": POKE 752,9 _ _ 

KD 13 POSITION 

KV 11 POSITION 2,3f2 "N CO-ORRIMOTE 
Y CO-OHOlMOIE” 

KH 15 POSITION 2,5i? "HABLEN 
TYPE” 

fiL 16 POSITION O,10;t ■■ = = —== = = = = = == = = = = =; 




VS 17 K=17J¥s 3 lMftMLEH-2 tMIN:=l i H<I.N=37 ! CURS 
S3 S TVPEsSa ! tSssfrs tmj 
RZ 16 GOSUB 107 
RO 19 K1=:VAL (RESMITS) 

SJ ZO IF RF=1 THEN 49 
MO 21 IF RFs2 THEN 2D 

ZN 22 M = 36tV = 3l(«»MLEN=:Z:HlN = ll:«R«=22iCUR 
S=3t TVPE=50;TS=5TRS(Yll 
HQ Z3 GOSU6 197 
QV 2* VISUAL(RESULT^J 
ZU 25 IF RF=3 OR HFS4 THEN 17 
KO 26 IF RFsl THEH 56 
US 27 IF RF=2 THEN 33 

PD 20 H = 10:Ys5:tlOKlCN=:LENtSTHS(3S-Kl>i !MI 
N = 11 MfiMs39-Nl! CURSsI i TVPEtiSU i TS=STRS (H 
AKLEMll 

SC 20 GDSUB 107 
JT 39 HRKLEKlsMAL CRESULTOl 
SH 31 IF RF=2 THEN 49 
UL 32 IF RFsl THEN 17 

Ztt 33 KS27; Vs5:1<IAKLENs2{MIN!!:il;HAM=69iCUR 
Ss3:TVPES50iTSsSTROtTVPElJ 
RT 34 GOSUD 197 
UC 35 TVPE1 = WAL(RE5UI.TS1 

HR 30 IF TVPE1<59 THEH POSITION 2,7!? " 

BZ 37 IF RF-3 OH RFs* THEN 26 

TC 38 IF RFsl THEH 22 

QU 39 IF RFs2 AND- TVPEi>49 THEH 56 

GZ 49 IF TVPE1<S0 THEN 71 

me 41 POSITION 2,7!? "MIN 

99 

CJ 42 TS = "'»jTS Cl,ll s**9"!TStWft«LENl-l.l«HL 
ENl-11s"9":TSC2J =T0 

4F 43 IF INT (TVPE17i0JSO THEH TSI1,1J=" + '* 

HZ 44 D=TVPE1-1NT(T¥PE1719JN19 

KU 45 IF D>e THEN IS(M9KLEH1-D,MftHLENl-Dl 

— •* , Ik 

PS 40 MAH=MftMl 

HJ 47 IF lNT(TVPE17103sO THEN TOfl,lJ="-" 
KH 40 MIHsU0lCT$1 

HT 49 IF IMT (TVPEl/lOl SS THEN I1XM = B!T0(1, 
11s"0" 

5P S9 IF IHT(TVPE1/10J=6 THEM TSC2,2J="9” 
VH 51 K=7tV=7iM9MlEN=MRMLENlJCUH5s3{TYPES 
TVPEl 

RR 52 GOSUB 197 


GETKEY is a routine that 
allows you to have fully 
controlled input and positing 
on screen - it is ideal for 
database applications 



TABLE 2 

TWO DIGIT TYPE (nl n2) 


nl - the values for n1 are:- 

1 all keyboard characters 

2 alphabetic, punctuation and numbers only 

3 alphabetic and punctuation only 

4 alphabetic only 

5 positive numbers only 

6 positive or negative numbers 

n2 - the vaiues for n2 are:- 
where nl 1$ from 1 to 4:- 
t iower case only 

2 upper case only 

3 both cases 

where n1 is 5 or 6:- 

0 to 9 the number of decimal places. 
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GETKEY 


HO 

L REM 


pf pp- iR|>'T 

¥Z 

NZ 

FS 

SR 

CG 

MU 

2 REM 

3 REM 

4 REM 

5 REM 

5 REM 

7 HEM 

M GETKEY U. 2.0 N 

« Turbo Ba5ic LiStiOO 1 * 

« by L,C4 JEFFS » 

» MEH ATARI USER - JAM 'SI * 


NH 

5 REM 


HK 

107 PflOC GETKEY 

su 

105 

D:=T¥PE mod 10;T = TYPE DIM lOlHESU 


LT$=:**' 

■: 0^=1: IF HAKLEN=1 THEN A-d 

ES 

ID? 

IF T¥PE<5e 

LT 

110 

RESULTS E1/11-” ":RESULTS CMAHLE 


M-A,HAKLEM-A3 =" RESULTSCA + 13 -RESULTS 

KA 

111 

ELSE 

HJ 

112 

RE^ULT^ (1,13 ="e“:BE5llLTSlMflKLE 


M-a, MAMLEN-Al ="e" i CF£^4JLT$ =RE5ULTS 

i TA 

113 

I=MAKLEN-D 

TE 

114 

IF b>e THEM RE9ttLT$ CMAHLEH-D, M 


AHLEN- 

D>=".":r=i-i 

HT 

llS 

=X-1. 

IF T-6 THEM'results£ 1^iJ="+":I 

YE 

115 

ENDXF 

LC 

117 

0«T-et i RF=0 : DF'esPOSITXOM K-1 


,¥I? ‘ 

■>“ J RESULT* J "<"f 

GB 

lis 

MHILE PF=0 

UV 

11? 

XF A<0 THEN A=D 

PU 

120 

TRAP 132 

HF 

121 

GET DAT 

01 

122 

TRAP 40000 

RF 

123 

A=A+1!IF A=1 AND DAT=i20 THEN 


A=0 : ? 

"□"iiGOTO 133 

SD 

124 

IF A>MAHLEtl AND DATOlZB AND D 


OTOISS AHI> &AT<>*3 AND DAT045 flHD Cl> 


AT <28 

0 113 

OR Dat>31S THEN 9 '13"i ! fl=«-l 1 GOT ! 

UH 

12S 

IF TYPE<50 

UF 

125 

EKEC CHAPS 

NO 

127 

ELSE 

G» 

120 

FKEC NUMS 

5P 

12? 

ENDIF 

NS 

110 

POSXTIfIR K,V3? RESULTS; 

SO 

131 

GOTO 133 

vz 

112 

P0SITIOII H + MAKLEN,Y:? "U*; 

KZ 

133 

MEND 

VB 

134 

POSITION H-l.VsY " ";:POSrTI0N K 


+MAMLEM,Y£2 " 

HE 

135 EKDRROC 

QE 

135 PROC CHARS 

HM 

137 

XF DAT-lSS THEN RF=5SGDT0 174 

ZO 

110 

IF DAT=125 AND a>l THEN RESULTSC 


A-lj A 

-13=" “;A=A-22G0T0 174 

OJ 

11? 

IF DAT>27 AND OAT<32 

SY 

140 

IF ££CUPS = 1 PP C|inS = 33 AND £DA 


T>27 1 

PHD DAT<30}3 OR £ECUR?=2 OR CUPS= 


3} AMI> <&«T>29 DATCXZII 

MT 

141 

RF=DAT-27iPOSITION H-1,Y:? " 


li . T$ 

. 4 - ;RESULT?=T?£C0T0 174 

HP 

142 

ELSE 

NC 

141 

? "□"iSGOTO 174 

5E 

144 

ENDIF 

¥K 

145 

ENDXF 

AY 

140 

OM T GOTO 147,152j15?jiOe 

UM 

147 

ON D GOTO 148^150x173 

HD 

148 

XF £DDr>B4 AND D0T<?11 OR £DAT>1 


92 AND DAT<2i9) THEM 17Z 

OY 

149 

GOTO 173 

OF 

15« 

IF £DAT>?B AND DAT<12ll Oft £DAT< 


ZZ4 (kMD D4T<Z51> THEN 172 

OC 

151 

GOTO 173 

YA 

152 

ON D GOTO 153^155,157 

MG 

153 

XF CDaT>ll AND PAT<55} OR £DAT>? 


0 AMD 

DAT<1233 THEN 173 

PK 

154 

GOTO 172 

FR 

155 

IF DftT>3l AMD DATC06 THEN 173 

OD 

155 

GOTO 172 

ZT 

±S7 

XF £DAT>31 AND DAT<?5} Oft EDAT>? 


0 AND 

DAT<1233 THEM 173 

OJ 

ISO 

GOTO 172 


Turbo Basic 


CX 155 
FL 157 
DL 158 
00 IB? 
PP 170 
WP 171 


TK 15? OH 0 COTO 150^157^154 
PT 150 XF C50T>S1 AMO DAT<403 OP C&AiT>5 

7 AND DflTC553 t&AT> ?0 AND DAT<?6i O 

p CDAT>?5 ON& DAT<1X^3 173 

PO 151 COTD 172 

NL 162 IF £&*T>31 AMD DAt<45) OP CDAT>5 

7 AND DAT<?i» THEN 173 
PH 16S GOTO 172 

ZH 154 IF <DAT>31 AKO DAT<?5> OP CDAT>9 

B AND DaT<l23) THEN 173 
00 15^ GOTO 172 

OM D GOTO 157,15?^171 
IF DAT>?5 AMD DAT<123 THEN 173 
GOTO 177 

IF DAT>54 AND &AT<?1 THEN 173 
GOTO 172 

IF tDAT>54 AND DAT<?11 OR tOAT>? 
5 AMD 0AT<173| THEN 173 
MM ±72 ? "H":sA=A-1ICOTO 174 

ZI 173 HESOLTSAl^CHP^tDATJ 

WJ 174 EMDPROC 
NL 175 PROC N4JM5 

GV 175 IF DAT=155 THEN 213 

HD 177 IF CCCIIRB = 1 OR C1IR5-33 AND CDAT> 
27 AND DAT <303 3 QiR C CCUR5 = 2 OP CUR5 = 33 
AND CDAT>2? AMD DftT<3233 
PG 17S RF = DAT-27 S POSITION K'^l^Vs? " 

;T^j" ;fte5ULT^=T$!GOTO 215 
V2 17? ENDIF 

BH IBO IF I<1 THEM DF=:1 : A = MAMtEN-D 

TH lai IF DF“B AMD DAT=45 AND D>D TKEM 

DF=1;fl=MAKLFM-D!GOTO 215 
KO 1D2 IF TUG AMP A=;l THEN A=2 

KM 1S3 IF T=6 AND IDAT=43 OR DaT-453 TH 

EN results £1,11 =CHIt5tDATl :A = A-15GI3T0 2 
IB 

EF 104 IF fDAT<4a OR DAT>57> AND DPTOl 
26 THEN 7 "0“ J !A = A“1!GOTO 2lS 
UK lOS IF A:=l AMD DAT=^125 TMEN ? *13"; :A 
=e!G0T0 215 

DO 186 XF DF=e THEM 1?2 
IF PAT=125 

IF A=I + T-3 TiiEN DF“0 ! A=A-i : GOT 


IP ID? 

AD 100 
0 104 
HD lOD 
0 215 
VD IDO 
UD 1?1 
XE 1?2 
EX 1?3 

11 =" ■ 


A=A-2:RESULTS CA41,A + 11="«"!GOT 
ENDXF 

PENULTS CA, A3 =iEMRS £DAT1 ; GOTO 215 
IF DAT::120 

IF T=6 AND A^;2 THEN RESOLTSfl, 
•sA~A-2iG0t0 215 


KZ 1?4 IF T>1 THEM FDR DAT:=I + T-5 TO T 

-I STEP -'I: RESULTS (DAT ,&AT3 ^^PFSULTS CDA 
T-1,DAT-13:HEKT DAT 
CA 1?5 RESULTStT-4^t-43="0" 

ZJ ISO A = A^S£:GOTO 215 

YH 1?7 CMDIF 

EP 1?B IF CT=5 AMD A>X> OP tT=6 AND A>I 
+ 11 THEN ? ;A»A-l;eOTO 215 

MR 1?? IF T=6 

IF 1 = 1 

GOTO 204 
ENDIF 

RESULTS 13 =HESULTS(3,1 + 13 

RESULTS CI+1,1 + ll-CMflSIDATI 
ELSE 

IF 1=1 

GOTO 210 
ENDIF 

RESULTSfl.1^11^RESULTS £2,11 
RESULTS £X,13 =dHPS(DATl 
EMDIf 
GOTO 215 

If MAUPESULTSS <MIN OR MAL CPESUL 
*Gf*; !A=A-i :GOTa ziS 


HK 200 
«G 201 
RH 202 
KA 203 
AH 204 
KL 205 
KC 205 
ZU 207 
SJ 200 
PM 20? 

ES 210 
KO 211 
OM 212 
MR 213 

TSJlHAK THEM ? 
LH 214 PF=5 
HB 2i5 EMDPROC 
OL 215 END 
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GETKEY 


Turbo Basic 


“ J , CETKEV V. 2.» • 

5 ,E„ » Turbo .b.iC B*»o 

4 REH • _« 

t DEH * WEW ATftRI USER - J*t< * 

‘ .. 

B REH 


DA 

sit 

cc 

HU 

Hit 


ECtJRSt—fl ! 

Ell 1.2 ^ tROKE 752 ,-. , 

tl POSIT ian 14,1 = ? 

i; t* POSITIOH 2:,3,T -K CO-ORDlMflTE 
Y CO-OIII>II*«TE" 

KH 15 POSITHm 2,5}? "HftKl-EN 

TVPE“ ,, _= = = = == 

6L 16 POSllTOH »,10!?---- 

VS tT'iiil?:v'37«ftMi.Ei«=z: Min-1 i t cuns 

= 3 J TVPC=SO}T$=5TRS tKlJ 
VV 1® EKEC CETKEV 
RD 19 Kl=:WRLtHesULT$> 

SJ 2B IF BF-1 THEM 4B 

5=3 ! TVPE = 5BJ TS=STllS tvil 
VP 23 EHEC GETItEV 
ttV Z4 Vl=BflL tRtSUL?®* 

ZW 2S IF ltf = 3 OR HF=4 THEM 17 
MO 26 IF |IF = 1 THEN 56 

il ll jUJ-;=sJ«iL«=TE..bTU„»-»T.. .NT 
JU"w.«=3’-Kl! CUIKUT I TV«=li» i T«=5I«* ■« 
OMLEOll 

ZB 29 EKEC GCTKEV 

JT 30 «flHLE»*l=yOLtRESUl.T«> 

SH 31 IF BF"2 THEW 40 

ZK 33 i=27^vt5^MSLEN-2:«IN = ll5«fiK = 6^SCUR 
S=31TVPE=50iT5 = 5THSC TTPEIJ 
¥5 34 EKEC CETKET 
HC 35 TVPEl=yftLlHE5ULT5l 

MR 35 If TVPE1<56 THEO POSITIOH 2,7- . 

BE 37 IF BF = 3; 0« ftF = 4 THEN 25 
TC 36 IF 0F=1 THCK 22 
OU 39 IF BFrZ flItD TVPE1>*9 THE* 56 
HU 40 IF TyPEl<5e THEN 72 
HE 41 posit JOM 1*7!? "«I’* 

CJ 41 TS='-!TS£l,lJ="9“:T5f«ftKLEWl-l,»«"L 

E*l-lJ=-*9"iTSt2»=T« ,1— 

CE 43 IF TVPEt BlV 16=6 THEN t5£1*1>“ 


TABLE 3 

CURSOR TYPES 


0 - no movement 

1 - vertical movement 

2 - horizontal movement 

3 - both horizontal and vertical movement 


by L.C. Jeffs 


is 45 ir^D>0^THE* TS(MflKLENl-6*«5KLE*l-0» 

rl 15 “’’JvIeI PIU 10 = 6 THeN TSti*ii^“- 
i: -- -- min=6!t.-,i 

LH so IF TVPEl Oiu 10-6 THEM T0tZiZJ=^6” 

VU SI K=7:V=7 3l1ftKLE*=FIRKl.EMl!CUHS-S!TVPE- 

TVPEI 

VO 52 EKEC CETKEV 
OV S3 HIHlsUftLtBESULTSl 
MA 54 IF BF=1 THEM 28 
MP SS IF RF=2 THE* 72 
RH SO POSITION 21*7!? "MOH 

CU 57 = 

1 -11 £ TS (23-TS 

CP S6 IF TYPE! MV 10 = 6 THE* TS tl, U ="+* 

Vh 60 jrO>0^TlI^l i|fMAKUE*t-l>*MAKLEHl-l>l 

^ ll II 

KP 61 MAK = UOL.iTSl 

NO 62 M1N = M1*1 TJSf I 1 

NM 63 IF TVPEl OlV 10=5 THEN HI*-0-T6ll*l 

us 64 IF TVPEl OlV 10=6 THEN tSt2,ZJ-"6 

Tz It ;=2;!V=7*«o«len=hoklehi:C«os=3!TVpe 

=TVPE1 

7n 67 i1?"5rlUS;lT 5J=0 THEN HESHLtl=TS 

OR 60 MAKl^VOlLtRESlJLTSJ 

HE 59 IF RF=3 OR RF=4 THEN 46 
TZ 70 IF RF=1 THEN 33 
MJ 71 IF HF=1 THE* 72 
MH 72 POSITION 2*9!? "BEftPV *'''^***" 

UZ 73 H=lS! V=9!nAKLEM=liCURS=0lTVPE-41 
VM 74 EKEC GETNEV 
ER 75 IF RE5bi.TS="V' THEN 78 
RH 76 IF PESl«-TSi:"N" THE" I? 

04 77 ? 74 

WI 76 K=Hl!¥=VliN*IILe*=H(«ILE*lsltt*=Hl»l:M 

RK=MAK1 S CUftS = CtlR5I J T VPE=T VPE1 
PH 79 IF MI*>MAK then 85 
BZ 80 0=TVPE HOP 10 
BU 81 IF T¥PE<11 the* 85 

FV 02 IF TVPE<S0 fl*0 V" the* 65 

83 IF TVPE>69 THE* GOTO OS 

m It pSlJlMr^lIlt -laNNV NEV TO C0*T1N 
UE / ESC TO 0UlT":i6ET OPT 
RF 86 IF OftT-27 THEM ENR 
OH 07 GOTO 12 


GETKEY 


TABI.E 4 

CURSOR MOVRIMENT 


Direction 

up 

down 

left 

right 


value_of__RF 


1 

2 

3 

4 
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MICRO DISCOUNT 

for Atari 8-bit spares and repairs 


DISKS 

AtariWriter Plus Word Processor 
complete with spellchecher 
VIsicalc - the complete spreadsheet 
with demo disk 
Bookkeeper - 

small busiress or home accounts 
package complete with numeric 
keypad for fast data entry 
Atari Light Pen complete 
with Artist ROM 
Newsroom • produce your own 
newspaper. Epson compatible, 

1050 drive needed 
DOS 2.5 - original Atari DOS com¬ 
plete with spiral documentation 


BASIC TUTOR TAPE PACK 


contains FIVE cassettes - 
Writing Prograins 1 & 2, 

Intro to Sound 6 Graphics, 
Inside Atari Basic book, 101 
Programming Tips book and 
programming cassette 

£ 8.50 


£12J)0 

£1llin 

£22J)0 

£25110 

£1500 

£500 


ROMS 

KABOOM £1.50 

MINER 204ger £3.50 
RIVER RAID £4.50 
RESCUE ON 
FRACTULAS £5.00 
DESIGNERS 
PENCIL £5.00 


PRINTERS 


1027 PRINTERS 
As seen condition 
ideal for spares 
or repair 

riVOfor£f5 


TAPE GRAB BAG 1 I 

[ TAPE GRAB BAG 2 

FOUn lapas In < bag con- 
lalning Hangman, Twigbt 

Ijr- rl-T TieHA Alhul.- 

nOCIQi lypo AtlBCK, mSSK 

Cmnayl iMpeit. Terh 
Star Ratlin jd; Botil 
Stimled, Ctenonds, 
Rob*] Hood, Citidel W^niof 

£ 4.50 

StX tapes In 1 bag cofiaii- 
Ing Pole Position, Astfroids 
MTsslIe Ooimand, Oditipe- 
de,WrStrte2pAfertDiefm 
tbn^nan, Twii^ Wcitd, 
Cofirjwtef CtiBi 
mifigl 

£ 4.50 


Ptease flcte pnces do nal incfude postage 
Phone for turther details of kigir Speed loaders and word Processors for 
cassette users, centronics interfaces, 1029 rtblione, 1020 pensfsperetc. 


£!»!:» DEREK FERN 0213535730 


XL/XE AUVE 

8-BIT ATARI SOFTWARE BY MAIL 


DISKS 


TAPES 


ARCHQfl II 

5.50 

CONVERSATIONAL ITALIAN 

5.00 

BATTALION COMMANDER 

4,50 

NINJA 

2.09 

BLUE MAX 

4,50 

BOULDER DASH IV 

2.09 

CHESSMASTER 2000 

5.00 

SYSTEM 0 POOLS 

2.99 

CRUMBLES CRISIS 

3.50 

GAUNTLET 

2.99 

DECISION IN THE DESERT 

4.50 

GREEN BERET 

2.99 

DOMAIN OF THE UNDEAD 

3.50 

BLINKY’S SCARY SCHOOL 

2.99 

DRUID 

4.00 

LAST VS 

2.99 

INTERNATIONAL KARATE 

500 

ZYBEK 

2.99 

SPINDIZZY 

3.S0 

SCREAMING WINGS 

2.99 

ZORKI 

7r50 

SIDEWINDER 

2.90 

ZORK III 

7.50 

TRANSMUTER 

2.90 

MV FIRST ALPHABET 

2.50 

ASTRODROlO 

2.99 

STAR WARS 

4.0Q 

Ml RAX FORCE 

2.99 

QUASIMODO 

5.00 

THE BEAT LYRAE 

2,99 

ONE ON ONE 

5.50 

EXCELSIOR 

2,99 

ZAXXON 

3.50 

DIZZY DICE 

2,90 

THE BETALYHAE 

3.50 

TMUNDERFOX 

2.90 

JUGGLES HOUSE 

4.00 

NUCLEUS 

2.99 

ROM CARTRIDGES 


DEFENDER 

BM 

PACUAN 

e.50 

MISSILE COMMAND 

5.50 

U.S. FOOTBALL 

e.50 

POLE POSITION 

5.50 

GALAXIAN 

e.5o 

ONE ON ONE 

6,S0 

battlezone 


FOOD FIGHT 

6.50 

KAROOM 

4.00 

JOUST 

6,50 

TENNIS 

e.so 

CAVERNS OF MARS 

6,50 

ARCHON 

s.so 

SUPER BREAKOUT 

0,50 

MONSTER MAZE 

e.50 


.MA.W MORE TITLES AVAIIABI£ ■ SEND SAE FOR FULL PRICE LIST 
XC12 DATA RECORDER £29.95 VAFRIOUS SECONDHAND HARDWARE 


XL/XE ALIVE 

13, ST. KNNES AVENUE, STANWELL STAINES, MIDDX TWI9 7RJ 

Tel. 07S4 255894 


DISK 

BONUS 


TURBO BASIC DOUBLE BILL!* 

8-PRINT 

for the 1029 PRINTER 
by Richard Gore 


Here we have a super program to enable you to get much 
more use from your 1029 printer, 8-PRINT 1$ a Graphics 8 
screen desigrwr that allows you to design and print out 
large address labels or labels to use on the front of folders 
or school books. 

The program features a number of drawing utilities as well 
as automatic borders, fill patterns and text in a variety of 
sizes and full instructions fO'r use are included In the prog¬ 
ram. Boot it up and get your 1029 working a little harder 
for you] 


ROULETTE 

by Chris Guise 



Place your bets! The wheel is spinning and the winning 
number is .... Now you can pay a visit to the Casino and 
take your chance with Lady Luck without risking a penny! 
There are comprehensive instructions for play within the 
program and all yO'U need to do is place your bets. How 
much money will you make? 

Roulette Is a nicely written game that should give everyone 
a great deal of pleasure. 

*READY TO RUN ■ TURBO BASIC NOT REQUIRED 


The NEW ATARI USER Issue Disk is sent aulomalicaffy to 
disk subscribers but is also availabie separately if you like 
the look of the above programs. Remember that it ei$0 
includes ail of the programs from this Issue which wifi save 
you hours Of typing. The Issue 4@ disk is available for E2.95 
from PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDR. Tele¬ 
phone orders may be placed on 0785 213928 using your 
credit card. 
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TECHNICAINOTES 

EVERYTHING YOU ALWAYS WANTED TO KNOW ABOUT 



How is a floppy 
disk formatted? 

How isformatting 
used for protecting 
software? 

Why do disks 
sometimes throw 
up errors? 

Atari 8-bit hacker 
G.L. Spencer helps 
provide some clues 


O ne of tht many things I like about the 8-bit Atari 

coinpiiters is that they are great machines on which to 
experiment and learn more about computing. Recently 
I have been liiikerlng about with my Atari disk dllve and In the 
process l made a number of interesting observations, which I 
thought might make for an Interesting article. 

First of all let's go back to basics When you purchase a new 
floppy disk, it consists of a thin coating of a magnetic material 
on btilh Sides of a flexible backing. The magnetic particles of a 
virgin disk are randomly oriented and. if read w'hile in this 
condition, will produce the equivalent of white noise. The 
formatting process lays down a series of concentric circles, 
known as tracks, onto which data can be stored. The tracks on 
a floppy disk can be likened to the grooves of a record in that it 
is only in the grooves of a record and on the tracks ol a disk 
that the music and information is stored. After the formatting 
has finished there are forty tracks on a standard 5.25 floppy 
disk, each separated from anotlier by bands of randomly 
orieiited medium. 'Ibie tracks on an Atari disk are numbered □ 

- 39, with track 0 being the outeniiost track, and are spaced 
equally distant from each other. This last statement may 
sound rather obvious but on many computers It is possible lo 
lay tracks in unexpected positions, and this is often iis«d as a 
meajis of copy protection. For example, imagine the effect on a 
copy program of a disk that had been formatted Ui the manner 

shown in figure 1 . i*-* i 

'l*he incorrectly positioned track 2 Is known as a halt trac 
since It is a halftrack away from a standard track position. 

I ucklly for Atari 8-bit owners, disk protection using ball- 
hacks is not possible, since the stepper motor, which moves 
the head of the disk drive, cannot be made to search lor 
half-tracks. Althougli commercial disk copiers can easily cre¬ 
ate Atari format disks with half-tracks, these are unreadable 
bv a standard Atari disk drive and are hence useless. 


DIVIDED INTO SECTORS 

Anyway, getting back on track! Fach track on a disk is 
dn'ided up Into a series of sectors, On a 1050 disk drive this is 
either 18 sectors in single density or 26 sectors Ul enhanced 
density. Since the 1050 disk drive is'Intel) igmt’, once one 
gives It the command to formal a diskette (^21 for single 
density or $22 for enhanced) the computer and user have no 
sav In’either the location of the tracks, the order of the sectors 
on the tracks or anything else. All are preset by the ROM In the 
disk drive The reason I stress this rather obvious piece of 
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infcraiEition is that since there are a variety of ROMs available 
for the Atari 8-bit driveSn Lticre are an equal number of stan ¬ 
dard' disk fomials. These disk foniials aJl contain the same 
sectors on a particular track taut differ in the sequence of the 
sectors on the track. 

Although the sequence of sectors on a track may sound 
rather insignificant, it isn't, ft greatly affects the speed that 
data may tac extracted from the disk and is oceasionally used 
In disk protection. The standard 1050 disk formats have an 
Interleave of 2, When a 1050 reads a track, it is able to read 
only 2 numerlcaJiy consecutive sectors (e.g. sectors 4 and 5) 
per revolution of the disk. In order to achieve an Interleave of 
2, consecutive sectors are placed as far apart as possible on 
the track as shown in Figure 2. 

You will notice that sector 1 is as far away froiti sector 2 as 
possible and physically adjacent to sector 3. Although this may 
api>ear to be a strange way to place the sectors, there Is a very 
good reason for It. It takes the 1050 disk drive approximately 
I /100th of a second to read the data from the disk into the 
disk drive's memojy tautn due to the slow serial interface, it 
takes almost L/lOth of a second [or almost half Oie revolution 
of the diskette) to transfer the data from the disk drive menioiy 
to the coniputer's memoiy. Hence any sectors which pass 
under the head during this period cannot, be read until the 
disk has completed another revolution. An inierlea^'e of 2 is 
Ideal for an unmodlJled Atari disk drive, since it enables the 
fastest data transfer possible with the standard baud rate. 
Much higher Interleaves are found on disks that have been 
formatted with high speed disk drives, e.g, US Doubler, Happy 
drives etc. The highest Interleave that 1 have discovered was an 
interleave of 9 on some commercial softwaore (naturally). Oper¬ 
ating with an interleave this high, a high speed disk drive 
could read or write the disk four and a half times faster titan a 
standard 1050. One disadvantage of manufacturers using 
such high interleaves is that when the data is read in a 
Staridsird 1050 disk drive, it takes twice as long to load. If you 
listen to the sound of your disks as they load, you can easily 


identify these disks by their slower beep-rate. Painfully slow 
aren't they? 


IMPROVING THE SPEED 

When ynu read or wrile oil a Slaildard disk drive, you are 
readiiig or writing 128 byte sectors. A number of the non Atari 
drive manufacturers have devt&ect Interesting ways of Impro¬ 
ving the speed of their drives. They Include a faster baud rate 
fbet.wieen the disk drive and the computer), higher interleave 
and track buffering. In track buffering, the disk drive reads a 
whole track into its RAM instead Of increiy a Single sector. This 
enables a single disk read to access the next 18/26 sectors 
from the RAM in the disk drive, without having to cany' out a 
further disk access. Since the sectors are now stored in the 
disk drive's RAM, the speed of the drive is now only limited by 
the transfer rate hetween the drive and the coinputer. One 
would expect the limit for such drives to he about nine times 
that of a standard Atari disk drive, Track buffering has both its 
advantages and disadvantages. Since an entire track Is read 
and then searched for the first occurrence of a sector, many 
protected disks will not work unless the track buifering is 
disabled. 

The manner In which tracks are laid down on a disk is a 
complet but highly fascinating topic. The microprocessor in 
the 1050 disk drh'e must send to the floppy disk controller the 
information shown in figure 3, 


MORE THAN DATA 

When we speak about a 'sector' we are referring to everything 
from the Sector ID through to the second CRC (Cyclic Redun¬ 
dancy Check), the sequence in Figure 3 makes up only the first 


Figure 1 - Non standard tracks 


■■**™™* trBck 0 ————— 

-A-#-A-ft-A#-A--A;-ih-A-A-i-A--A-It-A IIA-it-A-#-A:-A--A-A II 

-A"A"A-A A-fr A-A"A"A"A; A A A A :A"A"A"A: A A A-A ^ A"A"A:-A; A-A A 
AAAAAA-AAAAAAAAAAAAAAAAAAAAAAAaa 

trsck 1 

AAAAAAAAAAAAAAAAAAAAAAAAAAAAaAA 
AAAAA-AAAAAAA-AAAAAAAiRrAAAAAAAArAAA 
AAAAAAAAAAAAAAAAAAA-AAAAAAA^AAAA 
AAA AAAAAAAAAAAAAAAaa-AAAAAAaaAAA 
AAifrAAAAAAAA*AAAAAA*AAAAAAAAAAAA 

trsck 2 

tr^ck 3 *™™.* 


< correctly positioned 

< unformatted medium 

< correctly positioned 

< expected position of track 2 

< actual position of track 2 

< correctly positioned 


Figure 2 - Placement of 
sectors luith aa interleope of 2 
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sector of a track. Following the Inter-record gap will be another 
17 Eseetors {an enhanced density track uses different Hex codes 
from those shown, as well as having 26 sectors per track). 
Notice how, although the computer considers the sectors to be 
numbered 1 - 720, the disk controller only knows of sectors 1 - 
18, The microprocessor in the disk drive must convert the 
sector number from the computer Into a Track Number and 
Sector Number before it can be used by the disk controller. 


EVEN FASTER 

Changing the order of Sector ID’s on a track Is often used to 
produce a higher Interleave on high speed disk drives. For the 
standard 810, Atari clalnis that the order of sectors on a track 
is: 18, 1, 3. 5, 7, 9, 11. 13, 15. 17, 2. 4. 6, 8. 10, 12, 14 and 
16; corresponding to an interleave of 2. By timing the number 
of Jiffies it takes to read two sectors, 1 was able to determine 
that the sector order on a standard 1050 is; 1, 3, 5, 7, 9, 11, 

13, 15, 17, 2, 4, 6, 8. 10, 12, 14, 16 and 18; also an interleave 
of two. One commercial disk which I own had the loDowlllg 
sector order; l, 7, 13, 2, 8, 14. 3, 9. 15, 4. 10, 16, 5. 11, 17, 6, 
12, 18. 'Itiis corresponds to an interleave of 6 which ( believe is 
a common interleave on IBM PC’s, but it is patnfrilly slow on a 
standard 1050 disk drive. 

One commonly encountered disk protection technique Is the 
duplicate sector. With custom disk drives there are several 
ways these may be created. The simplest Is to lay down the 
track with one of the Sector numbers {part of the Sector IDJ 
duplicated. Since the Sector ID Is not altered by RBAD or 
WRITES to a sector, this creates a second copy of the sector 
e.g. 1, 3, 5, 7, 9, 11, 13. 15. 17, 2, 3. 6, 8. lO, 12. 14, 16, 18. 
In this example sector 4 has been turned Into a duplicate of 
sector 3. Since Sector 4 is ‘mLssiJi|f and cannot be read, it is 
considered LO be a 'bad' sector. 

An alternative method of creating duplicate sectors involves 
decreasing the size of the inter-record gaps (the gaps between 
sectors) and squeezing and additional sector onto the end of 
the track e.g. 

1, 3. 5, 7, 9. 11, 13. 15, 17, 2, 4. 6, 8, 10, 12. 14, 16 IS, 2 
This form of duplicate sector is not accompanied by a “bad 
sector on the same track and will deceive users of sector 
copiers into thinking that they have copied an unprotected 
disk. 


SOME BASIC PROTECTION 

So how does a duplicate sector enable a disk to be protected? 
Wellf lliere arc many answers to this one. If a sector on a 
standard disk is read twice, Qie disk must make one complete 
revolution between the sector being read the first time and 
being read the second time. This results in the second read 
taking approximately 12 Jlffles- Wlien the sector is read the 
second time the data will be exactly the same and hence the 
checksums for each read will be identical. A disk with two 
copies of a particular sector will read the second sector within 
half a revolution of the disk, therefore taking only fi jiffies for 


Figure 3 - information sent to 
the Jloppy driue controller 


Pre Index gap 

40 bytes of $FF 

6 bytes of SOD 


1 Index Mark 

1 byte of $FC 


Post Index Gap 

26 bytes of $FF 

6 bytes of £00 


5ector-ID 

1 byte of $FE 

Address mark 


1 byte 

Track Number 0-39 


1 byle 

Side Number 0 


1 byte 

Sector Number 1-10 


1 byte 

Sector length 0 lor 128 
bytes sectors ' 


1 byte of $F7 

the floppy disk control¬ 
ler writes two bytes Ol a 
CRC to the disk instead 

ID Gap 

11 bytes of $FF 

6 bytes of $00 


Data Address Mark 

1 byte of $FB 


1 Data Region 

mbytes of $00 

once again the floppy 
disk controller writes 
two bytes O'f the second 
CRC 

Inter-record Gap 

27 bytes of $FF 

0 bytes of $00 



the second read. It Is therefore possible to lime the second 
read and determine wfielher tJiene arc duplicate sectors on the 
disk. Alternatively, one could compare the checksum for each 
of the two reads. If the two sectors contain different data, then 
th^ will Invariably yield different checksums. A standard 
non-duplicate sector will always return the same checksum no 
matter how many times it is read. 

BAD DISKS 

Occasionally one may find an old or physically damaged disk 
which possesses a sector that appears to be both a duplicate 
sector and a bad sector. When the sector is read using a disk 
repair program, a section of data on the sector can be seen to 
chajige with each read and the disk drive returns a disk error 
(Error 144). These are the characteristics of a fuazy’ sector, A 
fuzzy sector is one In which at least a part of the data region of 
a sector has become unformatted. This unformatted region 
produces a random signal when it is read and hence gives the 
appearance of a duplicat e sector . The disk error (144) arises 
since the CRC found at the end of the data does not corres¬ 
pond with the CRC calculated by the microprocessor in the 
disk drive. If you haT,-c not guessed, a CRC (Cyclic redundancy 
Check) is like a super-accurate 16-bit checklist. Fuzzy sectors 
cannot be created on a standard 1050 but can be created on 
custom drives by formatting a track with a “short' last sector 
and not laying down a trailing gap. 
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NOT REALLY A CIRCLE 

The common desoriplion of a track, as being circular, is 
misleading. A track is more accurately described as being 
C-shaped, with a small unformatted region bclwceri Qie first 
and last sectors on the track. A ‘short‘ sector can be createct by 
sending less tlian 128 bytes-to the floppy disk Controller 
before sending the Hex code of SF7 which forces the iMit.ing of 
a CHC- Since a standard 1050 always expects a sector lo be 
1211 bytes in lengtli. it wiO read the 'shorT sector, CRC and 
unformatted gap region until It obtains 128 bytes. You can well 
imagine tliat If the 'short' sector consists of only G bjlies of 
data, there is going to be 6 bytes of data, 2 bjlies of CKC and 
120 bytes of rubbish sent to the computer. 

Short, .sectors are occasionally used by softwi^are houses to 
create disks witti large numbers (e.g, 18 or more) of duplicate 
sectors on a single track. This is pos-sible because a short 
sector can be considerably smaller ttian a standard sector. 
Duplicate short sectors always produce disk read errors (# 144) 
but the data does not constanUy change as does the data in a 
fuzzy sector. Hence it is possible to distinguish fuzzy sectors 
from duplicate short sectors. I might add that my disk drive is 
not capable of creating either type of sector but, wLLbi the aid of 
a disk utility, it Is possible to identify them both. 

DISK ERRORS 

Bad sectors occur on disk by design and by accldetit. It is the 
latter that I particularly hate. At one stage nij' disk drive used 
to have great trouble Swapping from enhanced tn single densL- 
ty. In my ignorance I used to switch if off and on again and 
iitne times out of ten this would jolt the disk drive into the 
correct density, UnfoTtunately on the oUier one Ltnie out of ten 
It would randomly add CRC errors and wreck the disk. 1 may 
be a slow learner but 1 don't do it any more. 

A CRC error is the most common of the ^natu rally □ccurring" 
disk errors. It results w^hen the data in a sector does not match 
Itie CRC stored at the end of the sector. I mentioned previously 
how a CRC can be considered to be a super-accurate form of 
checksum. It has the advantage over the usual checksum in 
that it is net as easily tricked by long hursts of errors. Main- 
framca not only use CRC’s for error detection but also Jbr error 
correction. Unfortunatefy, the Atari disk drives are not qtiite 
Oiat bright, A sector containing a CRC error will produce the 
usual DISK ERROR 144 but can be identified from other disk 
errors by the following characteristics: data is read into the 
buffer from the sector: the resjxmse time is relatively quick; if 
a STATUS ($53) command is sent to the disk drive following a 
'bad' read the device statu.=i of SF7 is returned in byte $02EB. 
Fuz^ sectors and short sectors are special forms of CRC error 
and also display these characteristics. 

In theory there arc two possible forms of a CRC error. I have 
only ever encountered a CRC etTor in the data field, howewer it 
is possible to create a CRC error in the Sector ID field. Because 
tlie Sector ID is considerably smaller tlian the data field, an 
error here would be a rnueli rarer occurrence, but would be of 
greater significance when it does occur. This form of CRC error 
would not result in data bebig stored In the read buITcr and 
would return a Device Status ($(]2E0) of $£.7. 


IDENTIFYING THE DATA 

Since the size of Lhe various gap regions on a track can be 
vailed, within restriction, the disk drive must have some 
means of knowing when a gap is over and cither tfie Sector ID 
or the data is about to commence. This is aecuinplished usln^g 
the ID Address Mark to identify the start of the data^ When a 
WRITE sector command is sent Lo tile disk drive, the Floppy 
Disk Controller searches the track for tJie correct Sector ID. 
Once this is foundn the controller counts off 11 bytes (in single 
density) and cortunences to WTlte the six zero bytes, die Data 
Address Mark, 128 bytes of data, the two byte CRC and a final 
byte of 8FE. many of the non standard disk drives are capable 
of variations upon this theme which is what enables them to 
produce deliberate sector errors. For example, if there are less 
than 128 bytes of data sent from the microprocessor in the 
disk drive to Lbie iloppy disk controller, the the coriLroller will 
nil Qie rest of the sector with zeros and write an incorrect CliC. 
This is tlie floppy disk controllers way of flagging that the 
sector is In error. Some drives are also capable of requesting 
that the sector be uTitten to die disk with a "[Heleted Data 
Mark’. This is a non-standard data mark, which will produce 
the usual DISK ERROR 144 when read. CharacLcrisUC fea¬ 
tures of Deleted Data Marks are: they do not prevent the data 
being read into the buffer, the response time is relatively quick 
and the Device Status byte [$Q2EB) returns with a value of 
SDF- It is possible to create a sector with both a Deleted Data 
Mark and CRC error, these return a f>cv1ce Status Byte of SD7r 


THAT AWFUL NOISE! 

TherE arc two types of disk error that arc charaeLerised by 
painfully long read times and horrible grinding sounds coming 
from tlie disk drive. These are the 'Missing Sector’ and the 
'Lost Data Record’. The ‘Missing Sector', as its name Implies, 
occurs when the desired Sector ID could not be found (even 
after much searching and gnashing by the disk drive). Il is 
characterised by a Device Status byte of $EF. The 'Lost Data 
Record’ also returns a Device Status byte of $EF and occurs 
when the required Sect.or ID was found, but this was not 
followed by a readable data record. This Is the standard hack¬ 
er’s bad sector produced by modifying the write speed of Lhe 
disk drive. Fortunately, for the hackers, these two fy-pcs of bad 
sector are not distinguishable by the disk drive. 

Well [ hope I haven’t bored you with some rather heavy 
concepts but rather given you some idea into why disks go 
wrong, how disks Eire protected and perhaps why some drives 
will read certain disks while others won't^ Why don’t you play 
around yourselves Eind try to leam a little more? 


Tliis orf^de.firsf appean^d in FEEIDBAC/C, ihejournal of the 
Adelaide Affiri CompLEfer Cktb in AusimJto we felt it inoiild 

be of interest to rnorcy of cur readers. Mcajbe there is enough 
informalion here to disoouer why Flight SimLilator H will noi run 
an an XF551 drtce? If apiyont? uxjrks it out and can con'\e up 
mith a fix for the thLs program we Lotll ptibiish it for benefit, 

of hundreds of oiher Atari owners^ now rncsstng out on a fine 
program. • 
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Weil Christmas has come and gone and the endless rounds 
of turkey sandmches have been resigned to the dustbin and 
your appetite turns to the more appealing menu of game 
tips. The master c hef Tipster is therefore here to serve you 
the V(?rv' best the Atari world has to ojfer. 7 his issue / bring 
you the compiete maps of (waif for it} Joe filade I and U! 
(Can't be had?] The inner secrets of Air strike U and Living 
Daylights are revealed but what am I wasting all this space 
for, lets get busy . . 


RAMPAGE 

Monster tips for BAMPAGK from Kevin 
Cooke (thaitx Kev’J If you don't have any¬ 
one to play with you then start the game 
in two player mode and then move player 
two to the very edge of the screen and 
flick the stick so that he disappears 
from ft and then continue playing as 
normal as he is ini pervious to harm 
and can be brought on when player 
one dies. 

GALACTIC CRESTA 

If you've got issue disk 38 you’]l have got the game GALACTIC 
CRESTA and Jonathan Biimoughs has some hints 'n' tips for 
it. If you stay in the bottem right hand comer yon will not be 
shut. 1 f by some chance one uf the aliens does happen te get 
underneath you, then the bullet, which you are holding, will 
destroy it. You will only have to move 3cm to tlie lett, shoot 
then move back again. Also there are 8 waves of aUeiis before 
you go to a different level of aliens which are faster but they 
look the saine as the first. 



A quickie from Paul Norman of Tilbury has you 
racing round Pole Position in brake neck slow 
mot ion! If you are having trouble completing the 8 
lap race then pul a heavy weight on the SPACE 
bar and the game slows down quite considerably. 



AIRSTRIKE11 

Barry Port, in South Wales and Coventry must have 
very busy air traffic controllers as they sort out all the 
traffic from Michael Jones and Ralf Godfrey respectively 
who send in the follomng tips for Alrstrike Tl. Michael 
says to press Select or Option when the music plays 
until you hear a buzz. If it doesn t work, first time then 
do it again until it buzzes twice this time. You should 
find yourself on the second level. From Ralf is the tip 
that if you press the Reset button after loading the 
game you will notice that the tune is now higher. Press 
Start and the game will begin, Hold down the Reset 
button and allow your plane to fly in the centre ol the 
screen. As soon as the first rocket takes off you must 
release Reset and you will find yourself back on the 
opening screen. When you begin the game again you 
should find that the first rocket has either disappeared 
or lies helplessly in the middle of ttic screen for you to 
shoot. This works whth other roekete as well, 

StiU Flying! 

A couple more tips for you aviators out there, they 
come from James Wynne from iDublin, BLUE MAX'S 
can end up with infinite bombs if they keep pressing 
the lire button and in ACE OF ACES if you see a 
bomber on your radar, go either very high or ver>' low 
to lose him. 


midnight magic 

Jeremy Borrett of Wellingborough gives Tommy the pinball 
wizard a run for bis money with this up for David s Midnight 
Magic". When the ball goes down the side |left or riglitl nudge 
the Joystick (up) Just once and the ball will iUck back into play 
- this will enable you to keep Ihe ball iri play if you haven't got 
a ■ Magisave Magnet ' in the game. 

S 1 must apologise for the information that went out in 
rt issue 46 about Mtsaile Command, it appears froiii 
Q Jeremy's comments that the cheat doesn’t work on the 
" XE Games System. This maybe because of the fact that 
ri the game ts on the interna) ROM and has been slightly 
Y "tweeked’' to lit in with the 0}>eniting System. 
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BATH 

ROW 


rrrv BITS OF ffllTY TIPS 


Richard Hunter brin^ the long sought after 
and d£0icult to map Joe Blade I and H. In Joe 
Hlode I the 6 boobg traps and all the keys are 
placed randomly. Use the map to plan your 
route, keys are scarce and shouldn't be was¬ 
ted. Locate all the booby traps before they're 
€tctivated, then you've ample time to complete 
your mission. Joe Blade n is pretty straight 
forward if pou use the map, but beware of the 
suh-games as they come up oerp quiciclp so 
stay alert! 

SSSHHH!... 

Now for something a bit dlfitrent from Pete Lane., He has, found that 
the dJgk containing DiCIDRUM from 2-Brr SYSTEMS has an undocu¬ 
mented feature which is the indusion of ihc. file INVADERS, tfyou enter 
DOS and go to option L, If you type INVADERS for tiie file nairie then 
you gd a really gocid copy of the origlnai Space Invaders ggnie. This Is 
only available on tlie disk version which Pete boii^l about four years 
ago. Have any of you found any hidden games? 


JOE 

BLADE 

mapped by 
Richard Hunter 


WRAPAROUND 

SCREEN 


AZbH ihAt bHbnU gDin rnffTV bambi in ihiDi] Camn Aitw wrnj Inttilf Up- $4 IP Uv lifid Ol Itie 

platlPriri and bang lurid ]uH bnr Ihcsldv, lli»i pnia the nr^lwJltqn Ihrgo- pfi 

pt^lblfl. Thlci Will give VtM endte^^ banlba. Aldo II have-lhe-gun Ibm you con 'Mikifitnjughi wolle gn 
tti» rlgN ptiiie bPidlnD ll> Thai wiv vbu bdvt La blow Ihtm up. 


CELL DOOR 


liarv'ey Miller has been veiy^ busy getting together what can 
only be considered as an encyclopedia of games Ups. 1 will bring 
you Jii.st a couple of the many Ups sent to me, so here goes, [n 
REBOUND if you wish to defeat the computer on level 3 Uien 
simply place your bat on the for left comer and hit It quickly. 
After going one point up you will get a return of serve; which 
again should be hit quickly from the same pcjsition. Funny isn't 
it, because doing this five more times the compuler will have 
been whitewashed, and on die hardest level toof 


Lee Nelson from Woolwich has the nack of giving hints that 
solve Ltiat litUc tricky comer that many people, including myself 
have, HOWER BOWER is no more a bower if you try to stay 
behind a hedge for as lotig as possible, then set the dog onto the 
neighbour whilst mowing the rest of the grass. 

Moving swiftly along to another ball game entirely - when 
playing a human opponent on Hardball, use the changeup 
pitched at bottom light if the batter is standing left, or bottom 
left if the batter is standing right. This pitch only results as a 
ball If tried against the computer. If your pitcher does not have a 
changeup, substitute him until the pitcher lias. 


GET OUT THE MAGNIFYING GLASSI 


iFncE 


OFBCE 
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APPEALS GALORE 


From Lee Nelson comes this pka. He wants to know how do 
you get past the tower in SPELLBOUND? He has read the 
solution In issue 42 but this doesn't fell him how to get past 
It, 

Harvey Miller has a question along with his many hints. 
MEDIATOR is proving a problem as he wishes to know how 
to get the horse aernsiLs the tree once it is o\^er the river. 

I would like to make a personal plea to all the heroes out 
there, are all the maps of the adventures you have 

completed. (Get my drift?} 

Well that just about wicips it up for this issue but remember 
that it is you who makes it what it is so keep them there Ups 
coming in. 1 would like to hear from folks w^ho have had 
problems W’lth certain games using TRAN&DISK (I TO IV) 
because we are compiling a comprehensive list of all the games 
that have been transferred and I know that some games that 
have caused some users problems have been successfully 
transferred by others. Perhaps some of you have got some tips 
to help others? 

Out of space now so, until next time, 1, will leave you to sort 
out lots more tips so keep gaming and donl let your Joystick 
go sloppyt 


AND THE WINNER IS ... 


The prixe this issue goes to 'fop Upper' Richard 
Hunter who supplied the mapsJbrJce Blade. 
Richard gets the GAMES COMPENDIUM luhich 
Should keep him awagfrom the computerjor d 
Jew liours. 

This issue tue have up Jbr grabs AN ELECTRONIC 
MINI BACKGAMMON GAME that is great Jt±n once 
you figure out hotc to use iti Mind you It becomes 
so addictlue we might decide to keep it Iwell we 
had to see if the batteries worked^ didn't we?}. If 
you wont a chance loinremg tbi^ neat little bit 
qf electronic fcit then you had better get some of 
those tips, hints and maps in. AJ^ complete 
solutions to adventures or others wouldn't^ 
<un£ss either (hint, hintO'- 


Send your tips to: 

THE TIPSTER, 
New Atari User, 
P.O. BOX 54, 
StqjfjTbrd. 

ST16 IDR 
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COMPLETE & RETURN 

THE COUPON FOR YOUR 


FREE COPY ► 


OF THE 1990 ^ARi ST 
48 PAGE PRODUCT GUIDE 


FROM SILICA SHOP > THE ATARI SPECIALISTS 


Silica Bi# Ufi a No 1 Atari Specialists. W* ha,Ye been 
EE^abAshod tor 12 yaaia, ar^ havs an annual lumovpr 
ol £10 million. With our aJdMrienca wa can 

claim to rn*#i oyr cualomars requrrefnarHs. with an 
uadarfltafldlng wtwch is Eacond Co n^jne. But acw'l Just take 
our vroto tor it-Coo^ale and return tiie coupon torour lai^ 
Ifflolfleratureand bagimpestperignea Iha "SllloaSorvloe"'. 


SILICA M 
SHOP M 


MAIL OFDEn: 

Qnief LpnmOiJgn: 


LONDON SHQP; 

QpHnlnn. Hdufi.: 


1-4 The Mews. HathEfley Rd. SidEiip. Kient, DA14 m Tsi; 081-309 mi 

Mun-Silil _ tin Lala HIghI Qi:^ng _ faj tiry WOfl __ 

TottEfinam CduiI Road. LondDii, WIP OBA TSl: OTI-Sftp 4000 

M&n-Sfli e^Mj^Opp^n _ Lm* HlgM.: ThunArr unlil Hpm HO 0?1-33^ * 7 ^ 


SIDCUP SHOP: 1-4 fhe Mews. Hetherley Rd, Sidcup, Kfirrt, DiA14 ^QT 'hi: 001-3112 3311 

OpuniPB Hctirs. qJItadm-eaopm Lh» Niijht: FnUay urrlil ?pm F ai No. cavSeB <0017 

iU^ISSltOUCMION: 1-4 Ihe Mews. Halherlm Rd. SldCup, Ktllt. DA14 40X “hi: 031-303 0380 

Orri*? Lirtee O^n: Mi?fi-Frl ai}Dam>eO0pm Cbs«d un Sarurrn^ Fai; Hq. ■Sai-3aH DBOB 


Td: Silica Shop, Dept PSlX-02'91-ai, 1-^ The Mews, Hatherley Rd, Sidcup. Kanl DA14 40X1 


1 1 PLEASE SEMD ME A FREE ST PHODUCT GUiOg] | 

.. I 

. I 

.. I 

....... I 


WfMfsihAs: 


Initials; .. Sufname: 


AddriSSi: 


I 

I Postoode:.....-..— - TOl: 

^^hieh oomp 4 iter(Bji. do/cu own? . ... .. 

EIOE - pr^c Mnd apHl^ioiil -^hlJIDt - plHU rSMT 4ip C-IMfHFi ft?* Iti9 ^rtKl irT^^rmfJion. 























































































































Xl/XETYPMN 


SNAKES 

LADDERS 


Kevin Harper 
presents a 
machine code 
version of one 
of the classic 
board games 
for up to four 
players 



Snakes and iMdders is so welt known that it seems 
almost supeifluaas to include ittslructions of how to play. 
You just climb up the ttulders and slide down the snakes 
but in this version the computer takes care iff all this so 
all you need to do is ploy. 

When the game is run it wilt display the title screen and 
pressing any key will take you to the game boards Here 
you can select the number of players [up to four) using 
the SELECT key\ A demo version is also available by 
selecting ‘D\ There will always be four players playing 
with the 'nifn human’ players controlled by the computer. 
The demo is Just the computer controlling ail four players. 

Having selected the number of players the fire button 
will start the game. If you selected the demo then pressing 
any key will return the game to the title screen and 
pressing SYSTEM RESET at any time will also take you 
hack to the title screen. 

That’s about it, just get some friends together and play I 


TYPING IT IN 


Although the program will check all data 
lines when it is run we recommend that you 
use TYPO 3 so that no errors are made in the 
loading routines. 

Type in the listing as shown and SAVE or 
CSAVE a copy before you run it. Disk users 
should have a formatted disk ready with DOS 
written to it. The program will create an 
AUTORUN.SYS file which wili enable the 
game to be booted straight from disk. Casset¬ 
te users can create an autpboot tape, in both 
cases the OPTION key must be held when 
booting to disable Basic. 
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HO i hem WH-WWHWMUMMMmmm i HIf l fHiHICKl U MI I MMM W 

UO Z WEM ** SflNKES t,AOi&EW5 * 

HT 3 REM * by « r 

OF 4 REM « K^Min Harper 

SB S REM » -----—--» 

CG 0 REM » HEH RTARJI USER - JftR * » 

Hti 7 REM H H WMWW-WmmM il WHlfTfUltUmf M WMMi l HHUlt 
NN & REM 

r« 10 DATA 4BA^70!3DOAO4BI>0gD4flD04OOlfiE901 
C:^i4F00EBOfl4e64CAl&^A^OeBDe4e6R0«^O9e4 
e291P'e0eE£liai0F7ai>03B68DlGl>OOI>C4M05? 

NC 20 D^ATfl O£BOO2R»0059917D0?^O^O2fl&10F4 
A?06eD0OOaO04048A9780l>flAI>4OI>09D4A?0OQO 
l&&ftA92flSDl7ROA^€B8l>18&0fl?7A0b,5524 
RK 30 DATA 18D0fl9CC8D0Oe2*84040flg74ODOAD4 
OD09D4AWCBD00O2Oa4O4AA9706D0flD4ODO^&4 
fl^OF0D16D0fl5BBSDl7&0A«6»OlSD0, S637 
DR 40 DATA A?FOaDX9D0a?6l8DOOOSL&040FO4020 
A4Fe488Ze4O808080fiABOB0D0B0808080&R00^ 
08a6060E0OOOF04B08664&lAeO4100 ^ 3253 
HE 50 DATA 5400336EALeA257300ftEEEZ4O0OCA1 

E4Z455B2F3OO00O0000BB«0i0000000227?O«O0 
0aa0e000000000OO0000002B0O7B00 ji 2620 
DJ 60 DATA aS00ES2172B0E53zd00OOOO0303C3a 
063^0630A63706S60635OA3406330632030JL05 

eiO50i0S01490L050l05OlR30L0S01j1970 
UE 70 DATA BB01022B0B2C002D002E4A4C4EZF00 
DSD4300BflES03i0701ASai0501890105ai-4D01 

O5D30501O5aD«50le22A0a280e260Aj 2270 
CL 80 DATA 0F00274RZ0D5D40025BEaB80Z40701 
4901D301O5BD05010001RT0105010D0105ei0Z 
1C4RLDD7D00OORB01E001FD32OO021^ 3012 
KR 90 DATA Al>22002307B14D01O0D300BR050i05 
eiR3ei6E0C0BOlOT0102104A4CS|.D7D68OOC0C 

91A0D41AaDJ.90«D5D4i8a7eiB5ei52 j 3930 
ec 100 DATA 0iD301A5ei9ZD300ei0Dai»5A3000 
102330e34aB35B0300037D5D400308D39D5D4B 
03AB7O10001D3eiB50i00aiDX01SE6O^ 3107 
QO 110 DATA B00lD3O14BeiD5320031D7DBe03O0 
O2F002ESDZDBOZC004F4BD5D4ei000105D3B5B 

1050lO50190eiD3B14E4000D3BZZ5BO,3119 
Uy 120 DATA 2O00D7D627eO2e0029e0D5D4£A4D2 
0A5D4O7ei05B].O5OlD301050lO0O105D3O5el5 
00lA3Oi0Z240O23OO22O021002OOOlF^ 2561 
OR 130 DATA DSD40O1E00D0&41D07010S0109O1O 

5O105ei0S01P3O105ei05D30501021000198AS 

C8CaC8C0CeCOC911AOaiBD5D400lGe7,3346 
TO 140 DATA 0400040004000400040004920*00# 
40304000407060006060000080600060006060 

0OOOBO6e6e6e6OOAO7e72657373AOEl^1306 
KK 160 DATA EEF9006B6579OOF4EE000000OOO0O 
OOO0OZ3ZF2E34292E35ZS0O0OOO0O0O00700Ce 
1796572000000000000000600000000j Z309 
NL 100 DATA OOO07072657373OO03B4A1B2B4OOO 
0oooo0000000oooa0e0eeo00OE7EiEDE5e000E 
FF6E0F20000000BOO77690F6E657ZO0,3972 
DZ 170 DATA OA3O2C2139Z532OO60O00000002F2 
E25e00O34372re000342832Z52SZOZF363Zee0 
«ACAie9AS8Z0000O0O0OOe«000OB0e0 j1994 
MQ lOO DATA 00000800ADAFB0A5OOB9AFB5B200A 

3AFO5AEB4A5B20OOO6000656E746572AOEEF5E i 
DE2E5FZOOAFA600O0iOOOOOBA0D5ADA1,5&1 3 
MQ 190 DATA AEO0706C0179697Z73O0FCFC00000 
0F4EOr2EFF7F3OO8600000000OeOOO00000O00 
OeoADAF0OA5B30eeOOeOO000000eeOOj 3707 

Fit 700 DATA -1^245 I 

DM 210 DATA OOeOOOODOOOOODOOOOOOOOOODDDDO 
03C7EE7E7E7E7663C3E7EE7F7F7EF663C3C7eE 
7F7E7r7663C3C7EFFE7E3F7703COOOO,5180 
JZ 220 DATA -1^20019 

TV 230 DATA 00000000000000060000000000000 
0OOOOO0D0eeeBDfll63610lDiai8OOO«7£42027 
E4e7E000O7E4Z027CO27EOOBO404a48«1342 
EA 240 DATA 7EOBO600007F424O7EO27E0O007E4 \ 
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a4a7E427E0OFF<=FFFFFFFFFFrret=rFFFFFFFFF 
FFF 7FFEFFFFFFFFFFFFFF7FFFFFFFFF, D3&a 
UT Z50 DATd FFFFFFFFFFFFE^C/FFFFFFFFFFFrf 
FFFFFFFFFFFFFFFFFFFFFFFFFFFFFFFE7E7FFF 
FFFFFFrFFt7£7FFFFFEFFFFFFFFFFFF ,12350 
ZH 260 DftTft FrrFFeFFFFFFFFFFFFFFrFFFFFE7E 

/FFFFFFFFFFFFE7E7FFFFFFFFFFFFE7E7FFFFF ; 
FFFFFFFE7E7rFFFFFFFFFFFE7E7FFFF,11998 
TZ 270 DOTfl FFFFFFrFe7E7FFFFfEFFFFFFC7E7F 
FFF7FFEFFFFE7E7FFFFFF7FFFFFe7E7FFFFFFF 
FFFFFE7E7FFFFE7FFFFFFE7E7FFFFE7,11901 , 

PV 280 DATA E7FFFFE7E7FFFFFFE7rFFrE7E7FFF 
FrFOS3C527ES27E42«e0e7CS67C54567Ceee0^ 
CS2795«t$22CeBOe7CSZ7E52S27C0eeej 6210 
QJ 298 DATA 7e?27e5eS27E88ee7E4Z5fl7ese4«0 i 

e003E527B56523E8O®8e64A527E4OS2O0007E5 
ASDICSA7E8eee7E4A88««e83oeeeee&,31S6 
sc see DATA 4 ft 79 se 4 A 6 eeese 785 e 404 e 4 z 7 E#ee 

e667ESA4Z426&eoflS666Z5eeA4sefieeee3C4a7 
E4A4A3ceeee7C5zsz7C4S4SBeeesC42,X2ie 
pa Xlfl DATA 4ZSA4C'3AeBee7C52S27C4abSeS8eS 
c4AscsasascBeee7E5Aissci8i8esee6642424 
2423CBB8e66427E4ZZ4lBS0OB664242,2674 
OF S2fl DATA 5A7E66SSSB663ClSlSSC6GSSBe664 
23ES26ZSCBBee7E46B‘SlBe27EeeiCSSlC386F6 

63BB0OBBCeE7F7FeEeceeeeX87eFEFE,2941 
HH jse DATA 7e3eSSiejC7E7EiSlS10800eOSe00 
00000000eeeee60000000000sessB0BB000000 
eeeeee0e000000000e0e0e0B0000000rS08 
GY 340 DATA -1,490 

KK 3Se DATA 00B08e80SeB08ePF01.S1018ielB10 
iFFFFeie-ioioisiBlBieAsoeeseseBABAeBeae 
06e00e0B6eeFFFF00B00eaee00000eii, 321 s 
FP 36e DATA 0ieiBieiei01011C3E737S7F7A3CS 
CSS7CCECEFESE3CXC3C3C3C3FSF3FlFeeSC3C3 
CFCFCFCFeeeeed000FFFFFFFF0OSC3C,4480 
ME 370 DATA 3C3CXC3C3C3C00000O1F3F3F3F3C0 
eeB0ereFCFCFC3C3C3C3C3c3Cl00a0DeBee00E 
eFOFaFCFC7C3ClC0CO4000ea0/E427E,3790 
Y£ 380 DATA *27E427E42FC9«E08086000000000 
36F317E427E42eeC0F08C7e427E4Z7F19B7010 
6e666B0&a90B0909090808B00D008B8,4543 
UC 390 DATA AeB880S08008068S8888a6S000BaA 
000A0000O000697BS9S959786SeS89ZB692929 
2808080976197919780888097049791,7213 
FP 400 DATA 97000080978497959780008097819 
19191808080970897959780008097059791978 
e0e60F795F5C5F78ese8OF296F2C2F2,77l7 
HP 410 DATA 8088a0F791F7C4F700000eFS95r7C 
lF16#0ea0F794F7ClF7e90086F794F7CBF7800 
08OF795F7C5F7888080F795F7ClF7a6,0927 
TP 420 DATA B080F791F79iF78000eBF595F791F 
18000860794F79lF78000e0F794F795F780a0B 
0F791F191Fi8Be0BOF795F791F7eBB0,8016 
MA 430 DATA 8OD7D5F59S97800088DZD8F29Z928 ' 
080a6D7DlF79497800000D7DlF79l978080800 
5D5F79l9l8e0000D7D4F79197Se8B8e,a2X3 

lA 440 DATA D7DlFl9l918e8080D7D5F79597008 
08OF7CSFS8SF78eB0oee00000ee0ee6oe0000e 
08ee8e0e0000000DDeeeeeee0000B0a,4039 
HB 45 a DATA -1,490 

EH 488 DATA 66088006600000080860060000000 
00000000000000000080000000008866600000 
OOOe6B000O00BOOO000B8BB8080D000, 040 
U1 478 DATA SBSOFFOlOlOlBlOlOlOlFFFFOlOlO ^ 
16101810180808008000080806880000000088 ' 
0FFFFO00eaa88e0ee000i0l8ioieioi,2575 
C2 488 DATA 01011C3E7S737F7AXCXCX87CCECEF 
ESE3C3CSC3C3C3F3F3FlF0O3C3C3CrdFdFCF60 
0e0000OFFFFFFFF0e3C3G3CXC3C3C3C,4775 
HK 490 DATA 3CO000O01F3F3F3F3C0ee00eF8FCF 
CFC3G3C3C3C3C3C18000000000eEOF0r6FdFG7 
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C3ClCeCA4 0e0Q0a7E4Z7E4Z7E427E42^ 3?4Q 

0^ see t>»TA 

E4£oecgFoec7E427E4Z7Fi?e7gieeeeee0eeeE 
ZCeF2?2F2SflBeseF?eJ.F791F78ea#aB, 5370 

i<c; Sie PATA F5C5F7giFtOeeeS0F7C5FS:O5F7S0S 

ee0Fzc&F2e2FZ0oaoeeF7ciF7i>4F7Bee0e0F7C 
4F7&J.F7S0ae8OF7C4F7DSF7«0ee8eF7 ^ »351 
IT 520 DATA ClFlDJLFieeae8eF7C5F7D5F700«e0 
flF7C5F7DiF7a0S08eF7^555955780ae«eF2?59 
Z^2?7ea60Q0F79J.?77l^78MeD&F7^4j iieS 
QA 530 DATA ?7gig7008O00F7?4^7?57700000OF 
7?5?795^700BOe0F7?5^7^1?70000ffeF7D5F5D 
?F78080A«r7DSFtD7FS808Oa0F7DlF7,8305 
UF 540 OATO D4F7e08e8aF7DlF7DlF78e8f$08F5D 
5F7Aifl0O0O8OF7D4F7D5F7OOaD8OF7DSF7DSF 
70ee00eF7D5F5?5F70e6eFF0eF2DOF2^ 7404 
05 550 DATA 72F2e0FF8OF7Dir714F700FFe0F7D 
lF774F7ftOFF8OF5!>5F7aiFia0FFa«F7D4F791F 
7a0rF0OF7e4F73SF780FFe0F7DiF13±,570* 
oe ^00 DfttA FlOeFF0eF7D5F75SF7O*FrfS0F7A5F 
701F70OFFd057B55585578*FF0e7050505a7O* 
000000*0000000**000000000000000^5604 

Hq; S7* data -i,4?0 

HK 500 DATA 0000**000000000***000000000010 
000*00000**00000000*0000000000000*0*58 
SOAa?7C05OO00A5OOODZF02fi?00O5eZjISZO 
ZP 55* DATA A57C05O3A0D205O5A5Oe8D*Oli08Dl 
4eOOO13O68OACO58DADe68O*4O66DO5e00D*C0 
O0D43OO0007000DS0008D44060DOFee j 3558 
000 DATA 0Die000D110O0DA£00BDAF000D000 
00DOl00*Di2e00DO3O00DB4O68DB5*00D5FO60 
OO*e88Dfi5OOBD6AOO*Da0O0aDB5e68D^47J.7 
VO 510 DATA C3058OO4O5A06B2e3Fa7A5Z5BD026 
4A5AF8DBO00A5ADODee00A51D8DOD00A5Z*@DD 
EO&A?3eSDBF05A5400DC005AD05O5eA> 5227 
IfJ 520 DATA *A186De600*AA0ie55eA8De7«5A55 
55?95*6COCaCC*705D0F4EFO505AD0005C?04O 
BD5A?DFBDO4060DBE*00D50050Dft200i4050 
BE 030 DATA A7CBaDa5O5aO70e56D?A060Da4O0A 
5E0aOBB0E8D5Z05SD5CO58DA5*5A5F3eDSAO5a 
D74000D?E000Da0O0A7DEBD0CO00D?0 ^0722 
5V 640 DATA OOBDA0050DAAeOA57A8DC402A51&e 
DC5O2A5CAeDC6O2A50FBDC7OZA505aO*OO5A50 
l*D0Ee60Dl2e00D15O0A7000D3D02A5j 455A 
DJ 550 DATA 548D3102A5588DB7D4A003BD1DDBA 
*O3A53e557€*0A9BS5500O5*BieFSA53O0D'010 
5A55QaD52O5A55OaD53B5A5B08D54O5,5287 
UE 00* DATA A77D0D05O0A5700D00*0A58eODe7ft 
5A500*D80O5A500DD0Be5AO03A503?70BD008i 
OF8A5FFaO*CDOA5ei0D5F02A5O10D6D,54O5 
GU 570 DATA 05A550B5CCA52e85GBA*OOA5FF51C 
BA5C01055OlC5ClFOO5a5D04CA37DO5CeiB0^0 
ie570F0e50S{:C4D5r7DA5OO0D5f*0*D,5247 
fIZ 000 DATA 7Ze6AOF?*27DA?07ZO5CE4AO5FIIBD 
OFO^559O5CE5AO5AD5505aDOAD4ODlZDO0DI3D 
0AD6O000D14DOBDL5D*4OD57DA90005,5057 
FF 5?0 DATA 4DA7010D0OO2A503ODOiO2A5C0aD* 
FD4A53EBD2Fe2AD5Fe5DO18CECO0ZDEClOZCEG 
2*ZCEC30ZADDe028D5500AOCZ028D5A,S354 
TN 700 DATA 06AD0500C5FAF0e5eC*S064CB37EA 
5OO8D0506AD*Z54185514C?0ZF0040D02644CD 
37EA»S5eDlE54A55aBDZ184A566«DlF> 5043 
VX 710 DATA 54OD2284AD14O50AOA165D14O0ADA 
0BOOD7E50557?50E0D00005DeF4ADD3O5FO14A 
DC3061O57018DC3B8ADC4O555ee0DC4J0254 
HH 720 DATA 084CO2E4ADG405C?*4FD034C7F7EA 
O62A2E4A5072e5CE4A?Fr0DFCO24CO57CA5268 
DO254AD7Z05C5OJLF DeCC5e2FO5ZAD0Fj 5034 
GF 730 DATA *5F0e54C037r4DA462AD6005F0034 
CF4D7A?e50DlE04A?000DlF04*DZ264A51AaDZ 
104AO07O951009?0OD0B010F7ADADOO^ 5101 
AP 740 DATA FOO34C7087ADFC#ZC5FFFOO34CO06 
74C0Z£4AG14*0657OO555eODO2O7EaBAD1306F 
00FOD14e6FO*AAD15O5CD13OOFOO55e^ 5255 


5B 750 DATA 034GAODDA5OOOD1505AD1105FOO34 
C548OA555aDlF540D2204A?2E0DJ.£64A54Z8D2 
104AD14O5OAOA185D14e5AAA0OOBD7E^ 4 300 
ER 760 DATA 06^53S06EeCSpeO5D0F4AD4OO5F00 
34C3De3AD5406r0034€DDe52AO57F4C62E4a5C 
Ba6CCe4CDA*AOA55885CEBlGD5J.COC*^ 0304 
MK 770 DATA CQ00DOF760ADOFOOCDOEflOFO^lADl 
0*50*12ADOD081S55FC6De0DZA506ODOlD2EE* 
FO55OADBBO€aDOlD2ADBCO6aD03DZA?j 5424 
JJ 700 DATA FF0D00DZA7FD8D0ZD2EEaFO560EEl 
2O6A5OOaf>0FO58D0OD2aDOlD2ADOD00C51DFO4 
CADODO5185504SDBDO8AE1600ACODO5,4048 
UI 750 DATA 5a8D3C55C8500D3D66C0AD00O5DOO 
C?O5D5066COfe5D51554CeAa*5B5DFO55GO505 
DFi66ADlO06F02±CE&O*5CEBC06AD0E.6Z4a 
HN 800 DATA 001065D5O542FO27eDOEO55*AZO58 
E0D*5A5010D12064CD77FADB806FO*160AE1FD 
eEO06FOO15eAZO10ElOO64COF6OA5*O,4415 
9C0 010 data aDO2O2aD*3D28DeCO5.D5O10D0E0O0 
Dll*OA5AFODPBfl0A5ADe&SCO55OAG1400O?7CO 
6??00D0A55Z0D1E64A5008D1F646D22,455O 
VM 020 DATA 54AOA8ADB800FO02AOFOaC2154ADI 
4O6OAOA165D14*OA8A2**B57E555D5566E0C0E 
**5D*F4AD12O5ia65*ZA8ADOO0OFOO5,5451 
OP 030 DATA AC40574CB3S00CBS56A07EAE1400O 
DAE00DO07ODO3**l*557CA0aca455ADB0e0DO0 
7AE78e2EO*FF040AD0BO6C5BAF00CA5 p 5505 
UM 04* DATA 00AA2O130ZEEOB064CO2E4A500SD0 
.6O6ACt4Ofi*5AEe5F0034CA501OC14O6B5O20OF 
OeCADB006D0l5E*DPFei54C13BlADB8.5OO4 
HR 850 DATA O6DO4EE007FD4AAOOOAA2O130Z4C6 
2E4A5C8A2AFZ«13eZAC1406057e*53aE510557 
C**55OODO2O8C0aB5a4053SE56255O4,52O3 
DL 660 DATA *SCOB58405E5Oe55a4*5€6CCD&06D 
OEBAC14O8B57C06C530D**34COO824C23aZA5C 
8A2AFZ0130ZACl406B57C**l*O5ia5f^ 5251 
OH 87* DATA 7CO555e0D*Z*5CBBO?646610*5*25 
50400C0B5040555e0558405EaCGD0O6D0E0AD7 
Z06FD034CBF02ACl4*0fi57C06C508D0,5S50 
YU 000 DATA O34CD0024D2362A57e*DA455ADO8e 
5DeO7EeeEF0034C6ZE4A5C:6A2AA2Ot3O2AC140 
OA5*«55AEB0B5B205FOeSA50055B206j 6 320 
BE 850 DATA 4GDaalO5ei55B2e62O5600AC14*0* 
5Befl538E5ie558ee5Z00C*60?64*03*E52*558 
4e5CaB5d4e5E50055S4e8C0CGD5*5DOj 5452 
0 K 70* DATA Ea2O7EO*4C73e2A501ftC14*O55AEO 
64C2302aD0*DZBE01D2aGl4*O057P0555OeD*5 
OAD12e630E5*18DlZO64C8O02AO 12*6 IP 4505 
UU 510 DATA FOe5aDlZ084C82E4A5000Dil006DO 
BO60D*F0O*D*CD66DiOO6ODO6*6A5018DeEO5a 
D1Z08A5OS0DOD064CE?02OD7206DO1*^3516 
QI 520 DAT* £El4O0EEl6e6OD140eC504F0e34C5 
2E4A5008D14a6A5flieD15e54C62E4AG14*6057 
CO6G530F01&34C2F82AP14*6*5B*06C5,4630 
AH 530 DATA 20Ffte34 CZF8Z AD1206F03C *5*1007 
2*6AD73B0C5eAFOOCEE73O5A5eeAA2O13OZ4C0 
2E4A50O6D73e64C5D61ADt20O3*E501,4710 
05 540 DATA FO05aDlZO84C52E405**0^14*055A 
E*66D72«64€3A62A5*2*D7205A5OOAA2O136Z4 
C62E4206C66O564De65CDD58SO585C£^4?00 
HM 560 DATA fte 00 BlC 0 C?D 3 r*16C54eF00FC545F 
eOBC588Fe07C5B5FOO34C5E824C0O05206OO8B 
5aA*6a66*D5DD*6a600A«*0BlCBC5D7j 6505 
HJ 50* DATA B**7e5D35**34C5E82A5O18D40*0A 
5*O6D**D2DD01D2AD41OOOft7AZ*5C8eB50006V 
5OBB507O60SCCa00eBlCBC5D76**CC5 p 5014 
TH 570 DAT* * 35006 A5*06D4A*t4EO7B3206Ce0O 
58C0605CB05**0665CCA***P1CBC5D7&O*BA50 
iaD4AO54CB?832e5GaBB50BO555€885^ 6632 
N0 50* DATA *5D6PSCCAOO*BieBC5D4D00BA502O 
D4AO54CB703A5OOaD40D0AG1406P57O*5C5€BF 
e034C5E821150155AEO54C5E0ZA5016Or P3P2 
OC 55* DATA 4105AD42O5G5e0FeeEA50O0D**D2P 
D0lD2EE42054C52E4A9OOaD42OOAD4AO8F0*ED 
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?01l>d@^4C6^a4C9O2Deai4CB484il?i&4,5048 
FE 1088 l>I^TA SI>00D2Ai9AF8Deii^ZZe95S8AC14aB 
8^a08838E?ai??80e6Z07£8aAI>4308JL8e901SD 
4388C^8aF0034Ca2E42e6CaSB984e8SS^4891 
5Q 1818 DATA E^14?$8406C8B?a4«BE8ee?384e8 
C8CCD686DeE8A?888D4l88SD438BAD44BB£901 
f=886EE44a«4C82E4A?ee8D44Q&AC1488j 5241 
UP 1028 DATA B^e2B6F00BA800flC14e8?S0Z064C 
55044f81AC140fi8?B2064CSZE4A?GQ8De0D2A^ 
AF6D01DZfli:i#05B?ZO0630E»ai»87C06,5242 
HL 1838 DATA AD43eB100^81884^068888700140 
0ZE4Ze6C8SC8840638E8ei?88488Ca&8B4O6E8 
888?Q480O0CO0606D0EaA98e8D4ie88D^^2^7 
AM 1040 DATA 43004C6ZE4A^e0eD00D2A8AF8D01 
O2AC14O6B87C06ig8881?87C864D43<16i06901 
SD4106C808F8e34C82E42«8l;88B80406,4058 
AO 1850 DATA lQe8818804O6C8B804.0B68ee8?84 
8&G0CCDe05D8EBA8Oe8D4ia68D43e64C6ZE4A? 
0«ACi4q5 88AE06A8010B54e6ADSS^a0r8ji 5888 
NS 1060 DATA 034Cei06286C80D^04060SCeBSe5 
06850040 AA01CBCS50F0OFC?S2Fe8Bi:??8F087 
C^DZr8834O3OAS4OF4852S6C6eBS8A06j. 5?Z? 
t6 1870 DATA 650BB900068500A08OB1CBC?4AF8 
27C’94BF023CMDF0lFC^5eF01BC95ZF017C98A 
Fei3C99BF80FC00DF0BBC990F007C^9Zi.7ei6 
AO 1060 D4T4 F6834C8085A9ee8D5E«64CFO6546 
5Ee6C9eZDee34CO665266C00098Ce6S5OaB9eD 
6665CCA00a&lCBC94CFe«FC94EFOO6C^^ 5^44 
KM 18^8 0AT4 0CF067C9SEFe014CB685A?01BD5E 
e64CFG65AD5E86CDeiD0ei4O6ZE4Ze6C88B9Se 
06B5CBB98^0O65CCA0a0BlOBC94CF017.600S 
ZL 1100 DATA C94FFBlIC95lF00FC66CF88BC9eF 
F007C9?1F0B34C62E4A90Z6D5E0644::F€8SA^8O 
0D54064O5E82A 9eiBD5506aD56e6C900j 5691 
CT 1110 DATA Fe0e49OO6600D28DOlDZEE56064C 
62e4A9e00D56O6AD5EB6r00EO581000X40A7e6 
C?82DBe34OF386A9C68D0ODZA9AF8Dei^565^0 
FU 1128 DATA D22895O6AC1406BS0O0610690199 
0006Z87E00AD57061656O16i>a706C90aF««34C 
62E4206GBeB984O6lB69149904B6OBB9,4663 
PH 11X0 D4T4 e406BSOO99S4e6CeCCD606DOE6A9 
608D55O6BD5706AD5Be6C9eiFOO6EE56864C62 
E4A7008D50O6AC140669O206F00aA908,5070 
MI 1148 DATA 9902B64C62E4A9019962064C6a£4 
A964eD00DZA9AF0DeiD2AC1406097CO6X0F901 
997eO6AD5706i069018D5786C906F003j 51T2 
VI 1150 DATA 4O62E4206O0eB984O63BE9O19904 
86CSB904B6E?00998486C6CODB06DaE0A9aeBD 
55060DS7064O62E4A964SD0eD2A9AF0Dj 5035 
QT 1160 DATA 01D2AC1486B97Ce6ie6981997C05 
ADS786105?0l0OS7O6O9O0F0034O62E42O6Oa8 
B984e6ia69fll99S4e6CBe90406698«?9j 4422 
VD 1178 DATA 84ObCB€CD606DOEBA9000D55866D 
57064C62E4B5C084OCA5O6F0i5Ae009891CBA5 
CDl8690l05C8A5OO69O0a5G.O4C4387A6,6289 
E6 1100 DATA CCE070F0034C47076OA9FF6DFO02 
A9O1ODAOO6AD6186F806X6E9018D6106AD6Z06 
F0O630E98£806206ADB506Fa86XBE901,5400 
TM 1190 DATA 0D6506AD66O6F00636E9aiaD660B 
4O64fl6O9FaFOOBieB90iaD64D6AD5S06C9F0F8 
06l6690ieD63864O66O6O9F6F0a6ia69,5121 
LI 1280 DATA OlBDBBeBAD&786e?D7FOO910a981 
8DB70e4CB2E4A900BDAD0BA9010D5F080D6006 
AO0TA900990BD0aaiaFa49O0A06B203F,4757 
4F 1210 DATA 07406274ASBABDiE64A9CE0D2164 
A9BBSDlFB46D2264A2Z4AD13e6F087ADiXO616 
6902AA0EE066AD6E06C6aAFaiDEF6E06,S363 
AP 1220 DATA A9088D00DZ0D01D2AD8402DOO4A9 
018D6F0649OO6D5Fa64C6aE4A9O00D6E06ADlF 
D0C?85Fee34C62E4A9FABD08D2A9AFSD,5582 
HQ 1ZX0 DATA 01DZAD1386188901C9a5F0a60D13 
064O6ZE4A900aD13e64C62E4AD14060ABAiaOO 
14e60AAa18690A0DD68668AD15064404p X0ZS 


SNAKES & LADDERS 


ME 1240 DATA aA8AAeCABD888B400A16696GAA58 
2O737F60AOl406600a8B4098ia696CAA88A000 
ZO737F60AD1306D01DADFC02O9FFFai6 p Si6B 
OH 1250 DATA A90O0D00DZ0DO1D28D02D2BD0Xd 2 
A9FFBDFO824C9D7EADli8BFO034G6480DD40e6 
FBOX4CXD0XADS40BF0O34C0D85A9019D p 5293 
UQ 1260 DATA B006A9668D1F64aD2264A92E0D1E 
84A9E26D2164AD140&0A0A18BD14e6A4A0BeBD 
7E66993566E6OaCa85DOF420897FADll,5163 
US 1270 DATA 06F0034G62t4ADB906d9OlFO0BEE 
69O64OB2E4A988flDB906ADOAD2G901B88X4O52 
E4O9859OO34O62E4A90iaDiee64G62E4,5461 
HU 1280 DIM A$<90>t223iDATA 6,1,2,3,4,5 
, 6,7^8 > 9^ e j 0 j 0 j 0 jiBiO j 0 j la^ 11 ^ IZ^ 13,14 IP 
15 

PK 129'8 RESTORE 1288 £ FOR 1^8 TO 22 i BEAD A 
!HCI]=A:HE>[T I strap 1370 ; ADD-2S441 : LN = 

10 f 

HA 1300 RESTORE LH ! READ A6 ! IF LMODEEKtlS 
4J*Z56 + PEE*CT163> THEN POKE 559,34:? '“L 

tm missing!"]end 

HF 1305 POSTTlDN 10,10±? "GHECKXNG LIKE " 

J PEEK tlS43N256+PEEK tlB3> 

OT 1310 3F A$="-l" THEN GOTO 1360 
MS 1320 F8A 1 = 1 TO LEN tASJ STEP 2:B=:ASCCA 
6tI.I33-4a:61=A50tA$CX+lpI+llJ-40:B2=H 
Ca>-K16 + H CB13 IPQKE ADD j BZ : GK = CKFB2 
LH 13X0 ADD=ADD+1!NEHT I 

OA 1340 RFAD OKS±IF CK=CKS TMEN CK=BSLH=L 

H+ia 

KS 1350 IF ADD=3614X THEN POKE 559,34 S COT 
0 1390 

OH 1360 GOTO 1308 

HJ 1370 POKE 559^34:? ”8AD DATA! AT LINE 
'^;LN i END 

AO 1380 READ L£:ADD=ADD+LESLM=LH+10iGOTO 
1300 

KN 1390 ? GHP5tlZ53:? "DATA CHECKED - CD3 
ISK or tG3 ASSETTE?'' 

SU 1395 Goto 1395^<CPEEKC7B43 0 501 AND CP 
EEK C7643 <>101 f +1460* CPEEK C7643 =583 +158 
0#CPEEKC7643 =103 

m 1400 REM NWOOT DISK SyORDUTlHE^ 

JA 1410 DATA 2S5j255^97,99,70,137,226^2,2 
27,Zj 0,124 

SH 1420 nCSTDRE 1418:FDR 1=0 TO SSREAD A: 
POKE 2543511,A:NEHT 1:F0R 1 = 8 TO Of REA 
D A SPOKE 35143 + X,A!HEKT I 
25 14X0 ? "INSERT DISK HITH DOS FIL 

ES- ;? PRESS AHV KEV TO COMTIHUE" s OP 
EH ttl,4,0*"K;"lGET ttlj^KlCLPSE tti 
4A 1440 ? :? "HRITINC AUTORUH.SYS FILE^^^ 

. " S OPEN 112,8,126, "D fAWTORUH . SYS" 

IS 1458 POKE 072 p 24 2 SPOKE 073 , X7SPOKE 060 
,91 SPOKE BBS,99 SPOKE 866,11tK=ySRCADRC 
-*iiB LyB"3 3 

UB 1460 ? "FINISHED.END 

GL 1500 REM l+WBOOT CASSETTE ROUTIHENH 
JS 151* DATA 0,76,83^99,94,99j169,60,141p 
2,211,76,0,124 

MR ±52# RESTORE 1518:F0R 1=0 TO IXSREAD A 
:POKE 25427+1,A:HEKT I 
AT 151# ? "K"!? 3 2 ’•INSERT BLANK TAPE'*! 7 

"THEN PRESS fgWm A [31351311" S ? "A MlT AN 
Y KEY TO OONTIMUEp" 

OH 1540 OPEN »1,4,0, "H SGET ItLpKtCLOSE » 
1:? :? "PRESS ANY KEY AFTER T0NEi"s8P£ 
H nz, a, 120, "G : •• 

LO 1550 ? :? *^M»XTIHG BOOT CASSETTE--**.*' 

SPOKE 87Z,£44:PaKE 673,37 SPOKE 668,83; 
POKE 869,99SPDKE 866,11 
MH 1568 « = USR CADR €"MB LME"3 3 S ? :? •'FINISH 

ED."S END 
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PROGRAMMING ' 


WRITING 

ADVENTURE5 


I love playing adventures, or role-playing lantasy games. 
There are many available for the Atari 8-bit computers, 
coninieneing wrltli Soott Adams Adventure scries to the 
recent sophisticated offerings from L#evel Q% Infocom 
and Sierra On-line- 

Adventures permit the player to take the part of a hero, a 
villain or an explorer, and investigjite new worlds, limited 
only by the imagination of the adventure writer. Adventures 
have been played between people, with one acting as the 
referee, or 'dungeonmaster', or in books, where tlie next 
page you read depends on the answer you give to a posed 
question. But it is tlie microcomputer which has made 
adventures available to all, taking on the role of the 
diingeonmastcr and leaving the player free to concentrate 
on solving the game. 

The major problem for the owner of an Atari 8-blt compu¬ 
ter is the sad disappearance of the biggest riames from 
programming adventures for their machines. The origlnaJ 
adventures by Scott Adams - formerly a aeries of twelve ■ 
are now avatlable with difficulty, although New Atari User is 
still selling some of the disk versions, l^vel 9 has pulled out 
of the Atari S-blt market, while Infocom appears to have 
been broken up (New Atari User, Issue 46, Oct, 1990], 
Consequently few new adventures are being written for 
Atari owners, 

My reason for writing tfiis, the first of four articles. Is to 
encourage other readers to take up the programming of 
adventures so that I may play more of them. Writing adven¬ 
tures Is, in outline, quite simple and these articles are 
intended to encourage wider dissemination of the technl- 
ques. The most important requirement for Qie programmer 
Is Imagination. It is a great pity that so many adventures 
seem to Involve killing dragons in underworld eavems- 
U is a characteristic unique to adventure writing that the 
programmer cannot benefit from his own creation. Having 
created the puzzles, the programmer can have no interest 
in solving them since he already knows the answers. It 
follows that I emmot solve the problem of my own addiction 
to adventures by creating new ones of my own. You, dear 
reader, must make your adventures and try to sell them to 
people like me! 

Tlil& fniir part aeries therefore will describe (.he writing of a 
complete adventure called MetMan", and will comprise the 
following: 

Pori Ir Outline ofcuiveritureprogrojumu^. Method of creat 
tng rooma. 

Petri 2:DescriptioFis and Help arti¬ 

cles anQiiriidr 


Fail 3: The full Ksdng of the aduf?ntun? "MetMoiT, written by 
me, with a Jew arfditiojiai notes. The sohdion to tPie odoenture 
(coded so us to ho d^lcutt to rsod ac^idientallyj. 

Part 4: JmproiJermnts to program. Scnrtfrt dispiny^ Data 
conipresslon. Discisssiari of programming aids and other odds 
and ends. 


TYPES OF ADVENTURER 

llie adventui'ejT typicjilly fella into one of two cljisses- Firstly, 
the player may be invoNed directly as in 'You are standing 
before a waterfall. You see die sun rellectlng on a brigfit 
stone," 

Altematively. the player may command a puppet:' [ am stand- 
U\g before a waterfall 1 aee the sun refleebiig on a bright 
stone.■' 

It is purely a matter of personal taste as to which approach 
the programmer adopts. I myself prefer the control of a puppet, 
disasters don t accin so painfull 


THE QUEST 

The adventurer always has to fulfil a quest, It may be to find a 
treasure, to rescue a princess or simply to escape alive, Ttie 
quest for MetMan" Is given at the end of this article, 


TYPEIS OF ADVENTURE 

Three types of adventure can be distinguished. 

1 . Arceide Adventures 

These take place In real time. The adventurer moves a 
puppet with a joystick through screen representations of 
different rooms. Periodically tlie puppet gets cliased around 
by other moving characters: occasionally the puppet, opens a 
treasure box by moving onto it. 

Arcade adventures can be great fun - the best known for the 
Atari 8-blt machines is probably Quality Softwares Ali Baba 
and die Forty Thieves", which sadly is not compatible with 
the XE models. It Is possible to buy a program in ROM called 
■'Adventure Creator" from Spinnaker Software (available from 
Gralln International, who advertise in New Atari User, £15) 
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by John White 

Part 1 of a series which 
explains everything you 
need to know to write your 
own adventures 

whic}i greatly simplifies the creation of this type □!'adventure, 
Tony Bridge's book ''Atari Adventures" (Sunshine Publica¬ 
tions) also contains a lengthy tutorial about writing arcade 
adventures, cojuplete with an illustrative program. 

A modem variant of arcade adventures can be seen witli 
some of the high speed, high resolution graphics computers, 
where a wonderfully animated, character traverses beautifully 
Illustrated background scenery, stopping occasionally to ex¬ 
amine items. Unfortunately with these ggnies, once you have 
finistied marvelling, what are you left with? A sprite moved by 
a mouse to click onto a scrcerl location. And you've paid for 
all those very elaborate graphics. 

Tilts series of artieles does not address the programming of 
‘arcade adventures'. 

2. Text Adventures 

Text adventures are my favourite. The human imagination 
supplies all the illustration which Is required, while descrip¬ 
tions of the rootiis which you are in can be. according to the 
programmer's taste, terse or verbose. The player Is given a 
description of the room and its arlicles, a list of the ways out 
and a prompt: 

"WHAT DO I [YOU) DO NOW? 

The player then types in his response, sueh as "EXAMINK 
WATERFALL". 

The means by which the program handles the player's input 
is caned the Parser, and c-an be simple or complex. This will 
be dealt with in the next article. 

The Quill" was a machine code program released many 
years ago for the Smclalr Speetrum and some other miero- 
eomputCFS, It enabled the user of the program to create text 
adventures quite readily onee tlie adventure had been desig¬ 
ned on paper. Consequently, it enabled the adventure writer 


to concentrate on the game itself, rather tlian on its Impleme¬ 
ntation. 

Adventures written with "The Quill" were at one time com¬ 
mercially very successful for tfie Spectrum, but similar text- 
writing programs do not appear to be available for the Atari 
S-blt computers, 

3. Text Adventures a>ith Graphics 

A number of text adventures are enhanced by die addition 
of graphics at key moments. For example, you enter a room, 
your disk drive clanks Into life, and a picture of the room 
with a flre-brealhing dragon appears Adventure programs 
enhanced in this way include such old stalwarts as the Scott 
Adams' adventures and some of Level 9's offerings. 

Agnin , this is very much a matter of personal taste. 1 don't 
like having my mental picture mined by the artist's Imagina¬ 
tion, I don't like waiting for the picture to down-load from 
disk and 1 dont like the thought of having to pay for the 
artist's labours. Therefore, this series does not address the 
problems of adding pictures to an adventure. 


TIMER 

Adventures can be Improved by the Iti Production of some type 
of Lime controL so thaL part, or all, of the adventure has to be 
conipleted within a Ibted time period. 

Real'time clocks can be used for arcade adventures, but these 
are not suitable for text adventures where the player expects to 
be able to sit and think about a problem before moving on. In 
the latter case, time appears to run out after every action that 
is taken. The. classic example of this occurs when an oil lamp, 
or torch, begins to run out after (sayj 50 turns of use. Usually 
the player will be advised of the impending demise of the lamp. 

"MetMan" implements the latter type of time controL and the 
player has to complete the whole adventure wlthiu 100 turns. 
However, a method exists to hrerease the number of turns 
allowed (Ill leave the reader to find ou=l how!). 

N ow let us move on to look at programming require¬ 
ments tn more detail. 

THE PROGRAMMING 
LANGUAGE 

Speed Is definitely an advantage for a computer adventure 
program. No player likes to have to wait for a response to an 
action, so the code should be made as Cast as possible. 

The worst ctilprit fnr slowing an adventure dawn Is the 


New Atari User - 49 


17 












parser, liiiprovements hfire wi\l he discussed further in the 
next article. 

It is not surpiismg that many coiiunercial adventures are 
written in machine code. Tliis pron^ides the speed. It provides 
efUclent nse nf computer iiiemoTy and it provides some protec¬ 
tion against prying eyes. However, machine code is not essen¬ 
tial. 

Since this series is intended as a tutonlal, the "MetMan" 
adventure has been written substantially in Atari Basic. A little 
machine code has been added to help wii^i die pai^ser, This 
provides a program which nins at an acceptable speed. 

rhe public-domain progrann Turbo Basic' [available on disk 
from New Atari User) nms about three times faster than Atari 
Basic, while compiled Turbo Basic programs mn about ten 
Qmes faster than Atari Basic: a gain in speed which is well 
woith having. 

For this reason, "MetMan" has been written in a way which is 
compatible with Atari Basic, Turbo Basic and compiled Turbo 
Basie. Uie complied version appears to be almost as fast as a 
proper’ machine code adventure. 

Ttiere are some complicaLLons tn the code caused by the need 
to reconcile three versions. Difflculties wlQi Qie Turbo l:iasie 
compiler will be discussed In article 4 of Oils series ^ but 
meanwhile the reader is asked to be patient with what may 
appear to be some eceentrlc Basic programming, caused by the 
need to accommodate the Turbo Basic compOer. 

One obvious difference between versions arises from the 
parser. ITirbo Basic and its compiler have a command called 
IIMSn<, which finds the location of a small string in a larger 
one. Atari Basic lacks this valuable feature. Therefore, the 
parser of "MetMan'^ contains a machine code routine which 
almost exactly mimics ttie INSTR command in Turbo Basic. 

APPEARANCE AND 
VERBOSITY OF PROGRAM 

For tutorial purposes, the adventure will use a simple scroll¬ 
ing lexi screen, with each room being re-described alter eveiy 
action laken In It. Similarly, the descriptions of die rooms will 
be comparatively sparse to save compi^t^r memory and a great 
deal of typing. 

Professional ways of Improving the appearance of adventure 
programs, and of making room descriptions as verbose as 
those of Level 9 (u sing data eompresslon techniques) will be 
described tn article 4. 

It is important to realise that good adventures do not need 
hundreds of rooms and pages of room descriptions. I^v-el 9's 
programmers gave a fascinating interview in New Atari User 
(Issue 34. August 1986] where they acknowledged tliai adven¬ 
turers are getting tired of globe-trotting and map-drawing 
around huge dungeons. Most people prefer limited movement 
and puzzle solving. 

It is worth rocaUing that Bcott Adams' first masterpiece. 
"Adventureland'" - still my favonrite adventure - had only 29 
locations and a simple parser. 

GENERAL DESIGN 
OF AN ADVENTURE 

Puzzles must be solvable With comrntin sense or limited 
knowledjfc. Help text. In the form of a clue, shotild be given 
where diflicultv may be encountered. All this may souitd 


obvious, but It Is surprising how much knowledge some adven¬ 
ture writers tend to aiisume, Not everyone knows that garlic 
keeps vampires at bay. 

Mazes should be barred from all adventures. Tliey appear to 
have originated with 'Colossal Adventure', one of the first 
adventures ever written for a computer, which had "twisty little 
passages" and "little twisty passages". Mazes cause the adven¬ 
turer frustration, but never seem tn serve any tisefn) purpose. 


TESTING 

ll is essential to ha%^e an outsider test a completed adventure 
in order to cheek for unexpected actions or errors. 

My wife played through all of "MetMan" without mishap. 
However, a friend was misled by the statement 'Enter two-word 
commands' and tried unavailltigly to GO NORTH instead of 
typing NORTH or N. The "MetMan"^ adventure was accordingly 
modified to take account of this hitherto unsuspected problem: 
proof of the necessity for independent testing. 

GENERAL STRUCTURE 
OF AN ADVENTURE 

It is v-ery important for anyone considering writing adventure 
programs tliat their adventures should fit around a genera) 
structure or pattern, wiiich can easily be changed froTn one 
adventure to the next. 

it is possible to write a single adventure as a series of IF 
statements, for example: 

IF you are are under the wateifall, 

ajid IF you are carrying an umbreOa, 
and IF you say the magic word 
THEN the waters will part. 

but this is extremely Inefficient to code, slow te implement and 
impossible to adapt te a new adventure. You tend to see this 
kind of adventure in program listings in iiiagazUiesS 
Scott Adams wrote a general stnjcturc for his adventures, so 
did Level 9 and doubtless many others, and so have 1 for 
■’MetMon". 


PROGRAM STRUCTURING 

All computer programs should be structured. 'Structured’ Is a 
horrible buzz word with no deftned meaning -1 once read a 
book aboi.it Sf nictured Programming which never once told the 
reader what structured’ meant - so 1 shall furnish my own 
definition 

"MetMan” is a structured program because eveiy prograitun- 
able action. Including initialisation, Is included in its own 
subroutine called by a main routine. Contrary to w^hat some 
people would have you believe, there is no logical reason why 
GOTOs should nut be used within a subroutine (but not to 
Jump from one subroutine to anolher, which may cause prob¬ 
lems with die RETURN stack). 

Top-down’ programming would mean that I wrote the main 
rouUne first, supplying all the detailed code subsequently in 
die subroutines. 

'Bottom-up' programming would mean that 1 wrote all die 
detailed code first In different Subroutines reserved for every 
action. Ifien I would have wrritten the main, calling routine. 
"MelMan" will be discussed as a 'bottom- up’ program. 


as 
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SETTING UP 

Now we turn to the iiitty-grttty of progranuiiiiig. 

It is not necessary to use a three-dimensional array to record 
the contents of a three-dimensional building, or dungeon (In 
fact, you cannot use more than two dimensions with Atari 
Basic anyway). 

Instead, the programmer draws his map something like that 
shown in EJiagram 1. 

Each floor is numbered as shown [the floors must match each 
other in shape and size, but need not be squares). 

Consider a puppet standing In cell 37 on the 1st floor. If we 
add 5 to his cell loeatlon, he will moiH-e north. Subtract 5 to 
move south, -/+ 1 to move west or east. Addition of £5 [the size 
of the floor) takes the puppet up to the 2nd floor, subtraction 
of 25 takes him down to the bottom floor, 

1 low does the program know if these moves arc legal? If the 
new room Is a wall [or lloor, or ceiling) It will carry a value of 
(say) +9, and QiLs will be counted as impassable. Thus the test 
for a legal move Is: 

IF (Present pos. + Move value) <> Q-THEN legal move 
In order to create the rooms of the dungeon, then, a lot of the 
cells are blocked in witli a value of 9- If all the bottom and 2nd 
floor cells arc blocked hi, the puppet can never go up or down. 


Diagram 2 shows a valid dungeon. 

The puppet in cell 37 c-ould only ever move to squares 42 and 
32 In one turn. All other move options are blocked. 

Similarly, when the puppet enters cell 37, the program will 
give a room description for cell 37, then will test for legal 
moves, north, south, west, east, up and down, finally 
announcing; 

EXITS ARE NORTH (+5) AND SOUTH (-5) 

This is how the rooms would originally be set up In memory: 
ROOMS = '9999999999999999999999999" : REM bot¬ 
tom floor 

ROOM$(LEN(KOOMS)+1) = '9999990009909099000 
999999': REM 1st floor 

ROOM$(LENtROOM$|+1)= "9999999999999999999 
999999": REM 2nd floor 

1hns, cell 36 has a value of 9, being a wall, while cell 37 has a 
value of 0, being an accessible room. 

The cells can also assume values of l to 8^ which can be 
interpreted in any way Ltie programmer thinks fit. For exam- 
pJe, a cell value of M’ might indicate an unlit room, for which a 
lamp would be needed, The letters A-Z and a-:K can also be 
used - in fact, I have used Oie letter 'Q' instead of'9’ in 
"MetMan" - while programmers in machine code have even 
more options at their disposal, since each cell could be assig¬ 
ned any value of 0 to $FF. 
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1 

TV 25070 ? C8!G0T0 25018 

UF 2 BEH * HEtNBIt * 


258^0 RCTURH 

HT S REM » by * : 


2SR4H 7 “ PRESS liHiilTiri TO CONTINUE”:: 2 ' 

DiH 4 HEM ft JDfm 14hitl^ ^ 


HPUT B$SRETURN 

SH 5 REM * —w 


ZL 250?0 BATA 1J'jt^^^Maf-l [ - An 8duenriir0 bv 

ce, 6 REM « MEM ATiiRI USER - ‘91 » 


John Hhit 0 

Htl 7 HEM WmfltMiMiMIIMMWKiCWHiCItltUMMlimillltHHM 


UO 2SXOO OATA On Friday t listonDd to tTiO 

HH e REM 


Weather farBCBSlo 

Qfi i€i i>3:m ^ b$ cieol ^G 0 H(A-«aY , hii> cie 


OC 25110 BATA It predicted bright sunshin 

03 J C$r3003 ^ UERBfCZ03 j HOUNf CS03 


iB 

UF &IH I^WRK>$ (5003 ^ MOHS 125 


HR 2S120 DATA OO Saturday I went out for 

1 ,MH$ (2» j CODES {41 


a picnic. 

; FU 20 ftStlJ =”Q<'! ftStJOOJ r"CI" ! ftS t2J =flS 


U8 251X0 BATA It 6NDM6I>! 

MM 999 HEM #« miT *• 


VZ 25140 DATA TAdav -^UTIdav- 1 StHAdiD 

J0 tO«fl RESTORE 1404 


9 til front of th# Met Office clutching 

CN leie READ BlIF B=-l THEH 1840 


a bucket of sAOw* 

LV 1020 A$ CB^ 


SN 25150 DATA Hhich I an going to duMP on 

HK 1030 eOTO 4.010 


the presenter*? head- 

BR 1040 READ BllF B=-l THEM 1X00 


1 QI 25160 DATA YOU * 11 direct Me through th 

MH iOlSO 05fB,BJ=;”l** 


e labvriiithof the Met Dfflce t* find t 

PG 10BO GOTO 1040 


he presenter^ 

X« 1400 DftTA 112,115,117,122,12X,124,125, 


KA 25170 DATA But he*s weII-guarded - X'h 

126,127,120,1X2,137,142,143,144,146,14 





net the onlu one with a coMpiaint. 

7^ 148 


6R 25180 DATA *»**»» 

ME 1410 DflTrt 151,152.155*158^161,1*4.165, 

i 

ft ft- 

168,167.168.171.1724176,101.182.183,18 


CL 25100 DATA Enter two-Wnrii coMMands to 

4^105*^1 





•«ove He. 

ItB 1420 UIITfl 128.1^4,128,144.146.155.1*5, 


5X 25200 DATA 5Di4e wrds 1 UT^aallp kflow a 

172.101.185,-1 


re s 

EZ 245^5^? FCM IMTRODUCTIOH 


Y2 25210 DATA TAKE/OR0P7IHUEHt0RV7t1£LP 

BA 25008 ||E5fOilE 250001 8 


¥H 25ZZ0 DATA Vou*!! have to find; the oth 

; 00 25006 PdlCE 18.84 !FOKE 53774. *4 IREH 0X5 


; ersl 

ABLE 8ReA«t 


DJ 25230 DATA .-1 

5F 25010 REA0 CS ! IF C$ = '*-l*^ TlfEII 25D30 




iTils method o\ storing the structure of the dungeon Is very 
eflicLent, requiring only one byte per mnm. 

WRAP AROUND 

One might suppose that blocked cells would be needed 
around each edge of a floor, to prevent Ltie puppet stepping out 
of a floor into space. Actually^ Qiis is not so. owing to the 
wTap-around phenomenon. 

If you remove the blocked cell rims of three sides of the 1st 
floor, creating 12 extra rooms [see Diagram 3), Qic puppet still 
cannot legally move out of the string array^ Try standing in celt 
46 and adding + 1, - L +5, -5. i-25. -25: only moves east and 
south are permitted, the other cells being blocked. 

■■[’his trick makes more rooms available for a. given floor size. 

TYPING IT IN 

For those who want to start typing in "MetMan" now, enter 
the lines shown in the accompanying program which set up 
Qie rooms of tlie labjTinth [using A$ instead of ROOMfl. 

Then type in the further lines 25000 - 25230, which describe 
the quest of the adventure. Include all the spaces as shemm. 

A full listing of the program will be given in article 3. 

Next issue [ look of horn to accepl input firom the user and 
shouJ houJ obfects con be introduce^i to these rooms- tn the 
m^?anflnie you mi^M JikL^ to sfurt pkinnln.y some Joco/Eoris that 
capi bo used in yoLtr own tiduentur^?. 


SCOTT ADAMS 

ADVENTURES 

from PAGE 6 


PIRATE ADVENTURE 

^'Vo- hci hd ■iiTid II lN4llr lit miiLYaull mtvt up with Eht pinie- ard his dafTj hi-n^ 
ahMi^ ‘ttlUi Strang? siEshts as jmj n* Fmm jHiur l.undiin hul tu 

Island. tYin yav n^iNver I.ufik Jutiit hkil ireasurts? Happx Bailing 

.^lilijns Gpaphbc Adventur? #l brinKs: jmi a "iiip^ri^ FkjtaciiiEr’s ki>^\ complete 

Eruphks and itltaL fiir jll 

THE COUNT 

Whfn'x ihu LjkI linw jirtj awakfi in aji antique brans bed in u Junk, d^iUHi rustk? If 
your ansviifr is ''n?'r?r" ycu^vf iih-mr cn lh« ri^hE ijJitCbf!! Thlis- ukarvellcwLi- CiOllilc 
.AH^-^nlun: will s-m^K yeu \nta the weirdllnp wculd ef a CCflain Mii'll-kmrwii rruinsjIriLriLiii 
eounl.. Sdrit Adums- tiraptiic Adyrntorv in a MiMki'jitc lifVifl adfrtnturt Lduul Pur thoAt- 
nhn h4Jvc hjd il lillk rX|lifJ'l?IKe.. 

VOODOO CASTLE 

rhv t:nurl up MiMik CfJstii rcpoHfi Ln a coFTin in his musty cast!?, awniiirK nn uhLi; 
ac^kt Pront ynu to rrmittv^ yiH' cur^ thuL hinds iiiild III rurindifie. Is h? dawn Por the Count 
fur kpihI, iir ijui ymi hdp? <3atti€r ^ciur rabbit's f^ftan^ prriiiirr in stirp ihnHLjdi ilw 
portal vf V''w>dc>o :Si,’i.itE .Adunik {-rruphiL .•Vdii'i^ulur? #4 ks a Moderait-c: lEvel 

ad\t:iilurif likU far thosi who have had a little ty|H-ri?m'v- 

STRANGE ODYSSEY 

Al Ihc {^lai(v''!; rim, ih^rr- ^re- r«w'iiFd.\; Mpltfiity tit b? har^?^led from a hmg-dead alien 
tiviliiuEHWL fahuUiu.-^ treasuTTS ... advanerd te^hnnfvfiiiei far h^yiwwl hiLnuin km .Mi 
thk and mar? avraits Ih? br 4 ivF i^juik .^d.^rjitui'i'r. Bue vtiU you b? able ta iN^ovor 
Lht: tvkjIIIi aud return home? Prtiparc yaurwlf f*)r a SirarEK fMjsjwyE Sniil .^lUiriis 
Graphic Adi-Yniurr! In si MiHlerijEe IrviH adh-enture. 

mSK ONLY - JUST £7,95 catti 

f. }rd.«r fi-ihm 

PACE 6, P,0. BOX 54, STAFFORD, ST16 IDR 

Ti'lt.'pKtint^ 07K5 213«)2K 

Visa or Switch ordt-^rs w(^U7<inif: 
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PROGRAMMING 


^CURTAIN 

RAISER 


Daniel Lea presents an 
impressive way to start 
off your programs 

Uie best way to impress others luiih. your prog¬ 
rams is to hit them right at the start ujith some- 
thirig stylish. Here is a little routine tfmt can be 
added to the start of even the most sittipie program 
to give it a really professional look. 

You can add your own messages by changing 
lines 50 to 75 but you must be careful in placing 
your text as results are unpredictable. It is best to 
experiment ustn^ the existing wording as a basis. 
The text in lines 50 to 65 ujiH appear when the 
‘curtains' are opened, and the tejrt in fine 75 
appears ouer the initial ‘curtains’. 

The routine uJill ejdt to a normal Graphics 0 screen 
but seueral memory locations are not cleared so if 
you want to use Player Missile Graphics or page 6 
it is essential that they are cleared first. Check the 
various locations that tuere POKEd at the begin¬ 
ning (a copy of Mapping The Atari is going to be 
handy here) to determine ujhot they should be 
reset to. One uiay to do this lUoiM be to PEEK 
these locations before you load and run the prog¬ 
ram. so that yoii can POKE back the original ualues 
be/ore mnniny your port of the program. An oiter- 
natiue ujay of using this routine would be as an 
openiny title u>h.ich ujould theti load another prog¬ 
ram from disk. 

We would be fiappy to receiue any improvements 
on this idea or amendments to the program to 
make it more user friendly. 


1 (tEH 

TS Z OEM S A CURTAIN RAISER Sa 
UH I REH S by £3 
LC 4 REH Q Daniel Lea u 
ffi S REH S------S 


HH e REH 2 NEH ATARI USER - JAR SI S 
IC 7 REM 
HH e REH 

VQ 10 CRftPHICS Zl? *••!*-;RONE BSS^OlPOKE »Z 
3,1;POKE S3240,&4;P0KE 53249,9fi3 POKE S 
32S«,l«OtPOKE 33251,1Z0;PQKE 709,15 
M> 15 PONE 33251,Z5S:P0KE 53202,253;POKE 
33253,255SPOKE 53254,235SPOKE 53255,3! 
POKE 53257,3SPOKE 53255,31 POKE 53259,3 
PH 20 P1=PEEK1560J*256«PEEN<5611 SPOKE PI, 
125+112:POKE 512,OSPOKE 513,5SPOKE 710 
fOlPOKE 752,1 

SG 25 RESTORE 251POR 1-0 TO 110TREAD HClP 
OKE 1536+I,MC!NEKT I 

7H 30 DATA 120,72,173,150,5,201,194,175,1 
1,173,110,6,246,5,155,20.41,1,200,31,1 
73,11,212 

HZ 35 DATA 201,123,175,22,10,141,10,212,1 
41,22,205,141,10,205,141,19,205,141,21 
,205,141,20,200,24.144,227,164,64,173 
UX 40 DATA 165,5,141,0,205,173,107,5,141, 
1,200,173,100,5,141,2,200,173,109,5,14 
1,3,200,206,107,6,173,167,6,205,105,5 
XO 43 DATA 175,3,205,105,5,230,109,6,173, 
109,6,205,100,5,144,3,235.150,5,24,144 
,170,54,95,160,120,1 
PR 50 7 II6J" DAHTEL LEA'S 

GO 35 ? IHjx AHAZIMC CURTAIN OPENER ” 

UV 50 t HO 

PP 53 2 »6:" ADDS SPARKLE TO YOUR PROSR 
AHS" 

HG 70 POKE 1545,0 

HP 7S ? NEH ATARI USER PRESENTS" 

ZK 00 PONE 54206,1921POKE 559,33 
00 05 FDR DELAV^l TO 500!HEKT PELOYiREH D 
ELAY SEPORE CURTAINS OPEN 
IK 90 ? “N'UPOKE 1545,l:P0KE 7O9,0lP0R 

0 TO OOOiHEHT II REM DELAY BEFORE ROUTI 
HE ENDS 

vr 95 CLR ;GRAPHICS OsPONE 33277,01POKE 5 
S9,34lP0KE 523,4 
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ADVENTURE 


AMAZING 

MAZES 


WARNING: This article 
reveals the solutions to many 
adventure game mazesl 


M Eizcs have fas^^lnaled iiiaiikJnd 
for iTiillennJ.?! - Une earliest re¬ 
corded one being an Egyptian 
temple with 3,000 chainbers, bnllt by 
Aiiicriemhet 113 around 2300 BC! The 
most famous labyrinth of ancient Umes 
was of course Ltie Cretan one wherein 
I oamed the Minotaur - sadly it probably 
never existed, Ma^^es were drawn on the 
flours of French cathedrals In the middle 
ages and hedge msiies like the one at 
Hampton Court have been popular for 
centuries, in more recent times there 
have been countless puzzle books full of 
mEizes and innumerable plastic pu^^les 
requiriJig you to roll balls through maxes 
of coloured plastic. 

It Is not surprising then, that when 
CroT^lher and Woods prcxluced the ori¬ 
ginal Adventure in 1976 they incorpo¬ 
rated a couple of mazes. Those Immortal 
words, Tou are in a maze of twisty little 
passages, all alike", obviously made a 
major Impression on the world of adven¬ 
ture writers. For many years no selfre- 
speeting adventure was complete without 
a mazel 

Those early mazes are easily soh-ed pro¬ 
vided you have ciiougll Items to drop one 
in each "room". [Regardless of whether 
the>^ are actually rooms or parts of a 
forest or desert or whatever. I will call 
them "rooms"-) Some basics you need to 
understand arc: the route between two 
adjacent rooms can turn as in Fig 1. 
(starting in Room 1 and going East then 
West docs NOT take you back to Hoorn 
It): some routes are one-way only (e.g. 
tlimblng doiMi a hole). 

Mapping these early maxes involves Just 
dropping an item in each room, then 
testing each route and drawing a map 
showing how the rooms all Unk together. 
This works OK for small mazes, but large 


ones which have the rooms Joined 
together randomly can end up looking 
like spaghetti if you have one-way routes 
leading N, S, W, E. NW, SW, NE, SE, Up 
and Dovlti land sometimes even In and 
Outl) from each room. 

The technique with more complex mazes 
is to draw a grid representing the links 
rather than actually trying to draw the 
maze. Draw a grid as in Fig 2., marking 
each room with an item and numbering 
each room as well Then fill in the grid to 
show where each route leads from each 
room. Figure 2 shows a partially com¬ 
pleted grid showing for example that 
going NE from Room 2 Iwhere you have 
dropped a rope) takes you to Room 3 
[where you have dropped a key). 

Once you have mastered these techni¬ 
ques and solved a couple of mazes the 
standard maze becomes a little tedious, 
yet it occurs ei'eiywhere: the Desert in 
Sands of Egypt, the Trackless Desert 
[just stand still and die Worm wont 
bother you?) and Lost In the Forest Ln 
Adventure Quest, the Foothills In Emer¬ 
ald Isk (at least you don't have to drop 
Items - there are FoothOls, More Footh¬ 
ills, Tedious Foothills, Endless Foothills, 
Dull Foothills...), the Maize f-leld [Ha! Ha! 
Wliat a CORNY joke!} In Return to Eden, 
the Hedge Maze In Ixirda of Time, the 
Opium Den in Granny's Place (made 
worse by the fact that some of the con¬ 
nections change randomly!}, the Iron 
Passages In the Sphinx Adv^enture, the 
Rain Forest In Amazon, the Desert In the 
Amulet, the Desert In the Wizard and the 
Princess, aka Adventure in Serenla (there 
aren't enough Items but the pictures 
allow you to differentiate], the Maze of 
Pits in Adventureland, the Maze of Caves 
in Pirate Ad venture, the Coal Mine In 
Zork S and Sorceror; the list goes on 
foreverl 

Fortunately most authors snon realised 
that this w^as getting Just a little bit bor¬ 
ing and started adding extra twists to 
their mazes. Some are Just jokes like the 
’’maze of twistj^ synapses" inside your 
brain in the Hitchhikers Guide to the 


Galaxy - you don't have to solve It, Just 
dislodge your Common Sense: or the 
Irrelevant Maxe in the Pawm - with a 
warning sign outside saying 'This maze 
is totally Irrelevant to the adventure'", 
and it rcEilly is - this maze of "twisting 
passages'* is completely ratidom and un- 
mappable but you can get out very easily 
just by typing LEAVE MAZE! 

Others are twists on the sla^ndard maze, 
for example how do you map the tunnels 
in Arthur as a Badger when you cant 
carry af^ythlng*.^ Simple, just make claw 
marks in the earth! Or the Black Rooms 
in Rick Hanson - these are nasty as there 
are 16 rooms and you only have 13 items 
- you CAN actually crack it with the grid 
method if you spend AGES on It, or you 
"ould just understand the sl^ at the 
entrance which says "Make NO SOUND 
in the Black Rooms", NO SOUND Is 
actually the route through the maze 
(N^NORTH, O=0UT,etc)l 

S ome mazes are Intentionally in¬ 
soluble - you need help from 
someone. In the Warren in Star- 
cross you must follow the chief. In the 
Mountains in Mindshadow you will 
almost certainly die in the Quicksand 
unless you find tfie map. In Arthur you 
cannot cross Ltie Peat Bog without In¬ 
structions Irom the peasant. In Bure-auc- 
racy you need the instructions from the 
computer to know that you must sub¬ 
tract the ntimber of this Switchgear 
Room from the number of the last one 
you were in, then decode the answer to 
work out which direction to go In next - 
how obscure can you get! 

Olcotirse there is a completely diflerent 
kind of maze in many of the graphically 
oriented games. Here It has to look real 
on the screen so the programmer cant 
tie all die locations together with 
spaghetti-1 ike tunnels, and normally il 
you go North tlien South you get back to 
where you started! The whtilc of 
DungeonMaster is really Just one big 
maze, and the same applies to most fan¬ 
tasy games - Asylum, Alternate Reality, 
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Dragons of Flamti, Heroes of the Lance, 
Rogue, Wizardry, BcU’d's Tale, the 
Diingeons in all the Ultimaa, and so on. 
These are made more complicated and 
interestLng by the uac of teleports, rota- 
UonSp one-way routes, secret doors mK\ 
other devious tricks to attempt to con¬ 
fuse youf 

Arcade Adventures and Plalfonii Games 
often require you to map areas (e,g. Sha- 
iiius. Pitfall, Cadaver, Back to the Golden 
Age and countless oQiers), but what in¬ 
terests me is the clever ways people have 
added twists to what 
appear to be standard 
mazes in text adven¬ 
tures. Magnetic 
Scrolls do it in the 
Guild of Thieves 
where the only way to 
cross the coloured 
squares is to realise 
Uiat the sign WOBN- 
lAR Is RAINBOW 
backwards - you have 
to walk on the coiours 
of the rainbow Ln re¬ 
verse order, and in 
Fish! where which 
direction you move 
when In the Dimen¬ 
sions affects which 
routes exist out of the 
next room - most con- 
fusingE Level 9 do it in 
\Vorm In f^aradise 
where, to use Lhe 
?"den Transport Sys¬ 
tem, you need to find 
Ltie colour code of 
your destination, decode It to a number, 
convert it to tertia^}^ and interpret the 
result as a set of Instnictions to go E-or 
W at certain times. Even when you 
understand It you need to write a prog¬ 
ram to work out Lhe routes! 

One of the nicest Ideas was in Philos- 
pher Quest where you have to find your 
way out of a whale's starriiach - unfortun¬ 
ately the whale tends to burp every^ few 
moves and throw you around randomly 
so mapping is impossible. 'S he solution is 
to light a torch and see which way the 
smoke blows - head the other way and 
you will soon reach the blowhole! 

M y favourite mazes are Infucom's! 
(What? Me. biased? Nahl) Even 
in Zork I they added tlie twist of 
the thicl picking up or moiling your 
items! The next 5 Zorks all had Interest¬ 
ing mazes: 

Zork 2: You will wander forever around 
the Oddly Angled Rooms unless you reah 
ise that ttie wooden club marked "Babe 
Flatl:iead'\ the wizard's gleeful 'Toif 11 
never get to first base at this rate" and 


the fact that the window on the floor is a 
diamond are all clues pointing towards 
Baseball. All you have to do is get a 
"home run" by going SE, NE, NW, SW, to 
make the window glow and a trapdoor 
open! 

Zork 3: The Royal Puzzle is not just a 
mazCn it Is a maze whlcli you have to 
rearrange once you realise that it is made 
up of sandstone blocks which you can 
push around, Qiough you arc not helped 
by many marble pillars which are Immov¬ 
able. 


Zork 4 (Enchanter): Tlie Translucent 
Rooms are veiy^ easy to map and doiit 
appear to go ani>nArhereE But find the 
Magic Pencil and the Magic Map and you 
realise thal Ltie tunnels are actually Iden¬ 
tical to die lines on the map - you can 
use Qie pencil to add a line and reach 
another location - then you need to be 
very clever witti your rubber and pencil 
in order to trap the demon while getting 
out yoursclO 

Zork 5 (SorceiOT); Ihis is a superb 3-D 
maze made of glass so Itiat you can't see 
which directions are exits or whether the 
next room has a floor or not! You can use 
tlie 1ZVI.JK (limited flying) spell you leamt 
at the end of Enchanter Lo map part of it 
- but to complete it you will need to find 
out how to turn yourself into a bat with 
FWEEP! The beauty of this Is that with 
tlie bat's radar you can now "see" tlie 
exits! As a further twist, you have to 
return through the maze hotly pursued 
by a Dorn BeavSt and just before you 
enter It all the panels slide to create a 
new maze! 

Zork 6 [SpeUbreaker): The Octagonal 


Room maze is quite small. buL liie main 
problem here is that there are no exits 
from any of Qie rooms! You have to use a 
magical artefact to create lliem - but you 
can only create one in any given compass 
direction ^ very clever! 

Other Infocom's: The maze In Journey Is 
nice - as soon as you drop an item to 
Indicate tliat you know how to map a 
mazjc it shows you the way out! You don't 
have to map the encmious Hedge Maze 
in Holljwood Hijinx - just find the two 

halves of the map: mapping 
it yourself is completely 
pointless as you have to 
have the map to know 
where to dig! The LeaQi- 
er Goddesses of Phobos 
pro^1des you with a 
map of the Catacombs 
in the games package 
but you will still never 
gel out unless you also 
read the comic that 
comes with Uie game 
which tells you how to avoid 
death at the hands of the 
Canal Beetles, Sand 
Crabs, and Gators 
wliich Infest the 
tunnels! 

Perhaps the choice for 
my all-Ume favourite 
maze Is the Airport In 
Bureaucracy - you will 
wander forcTp^cr unless 
you ignore die signs 
and take the route that 
DOESNT claim to lead 
to your destination! 

cll 1 hope that you have enjoyed 
this trip through the amazing 
world of computer mazes and 
hopefuQy any adventure writers reading 
will take it all to heart and try and en¬ 
sure that their next maze is INTERE51’- 
iMGl Meantime how about writing In to 
describe your favourite maze? And, in 
case you are wondering, there is no sing¬ 
le machbie on which you can play all the 
games mentioned above! 

Explored 

by 

John 

Siveeney 
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XL/XE TYPE-IN 


MONSTER 



W/iilsi a lot of young people eryoy machine code 
shoot 'em ups as miijch as tfie older Atari owners 
the youngest are quite fiappy simple pomes 
tiial they cori cope milli eosi^ onci ujfiich con 
prouide su/jficieni chaUenpc along Luilh the possibil¬ 
ity of actually winniTig the game. 

My chfldreo have been ployipp games on their 
Atari/or seuerol years and Monster Maze is still 
one oj their favourites despite being a relatively 
simple pome to mrite and play, I am sure that other 
children, and perhaps users of all ages, will find 
Monster Maze fun to play. The objectiue ts simply 
to puidc your player, a red dot, out of the maze 
before the monster, a blue dot. catches turn. Simple 
but great ^fim. 

The prop ram is documented belou^ so Itiot you 
can understand u^hal. is poinp on and perhaps you 
loill be able to impnoLse the pome. The version here 
is for one player opainst the computer but the disk 
for this Issue also contains a tu;o player cersion in 
u^hich one player controls the monster,- 


PROGRAM DESCRIPTION 

Lines 3000 - 3999 - Colnur and a cheerful sound are used 
to Indlrale a wtn. There is also the option to continue playing 
□r to end. 

Lines 4090 ■ 4990 Colour and the sound of a gunshot. 
Indicate a loss, A nioumful tune Is also played. Once again 
the option is there to continue or end. 

Lilies SOOO - S999 - This quiet but colourful subroutine 
displays the score at the end of the game. The choice of 
starting again or ending is also there. 

Lines 6009 - 6269 ■ Tills rather tuneless bit of graphics 
prints a title for the start of Uie gatne. To skip this bit you 
can start the game by entering GOTO 40. 

Lines 6809 - 6970 - This part of the starting subroutine 
prints instructions. 

Lines 9000 - 9970 - DATA used to print the starUng title. 


don't join up¬ 


lines 10 * 09 - initialises variables and goes to subroutines 
which set up and start the game 

Lines 100'999 - Ifie main move routine gets input from the 
joystick and uses IJZlCATfi: to see If a move is possible. Tlie X 
and y coordinates of the red and blue dots are compared and 
the blue dot Js moved closer to the red, Line 500 Is a delay to 
slow things down a little 

Lines 1900 - 2179 - The game goes through Ih'e mazes, each 
oTie a different colour. The variable CS is used to set the 
colour In the POKE command in line 1530. The screen is 
lined with a colour then the RND function determines Qie 
direction the maze takes. Half of the maze is plotted from the 
top left and half from the bottom right 
Lines 2239 - 2999 - Wlien the maze is complete the blue 
and red dots are placed In their starting positions. The 
joystick fire button or the STAKI’ key start the game. Ttie 
OFI’ION kev can be used to redraw the maze if the iwo halves 
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1 REM mmKWMMMKKMMMM W MJiMMiCKKjmW i l l t i O I W 


ZW 2 REH # MflHSTER MAZE 

LU 3: REM * it 

JC 4 REM # DAVJD E4iM0NT ^ 

Sft 5 REM * --- — * 

CG ^ J?EH -R HEM ATARJ USER - 44lt -R 

HU 7 REM MM MRRHHMR i ti t Mmi i CMKMMMJCWMMMlIli l fMK 


HN a REM 

oc ze Gusija 

01 40 TURH=IR i HOH = a ! LOST=;0 
MH 00 GOSUB leae 
IP so 00=0 


LY 

loe 

REM rSf^li!! 

MOVE! 



PS 

300 

COLOR 0? 

PLOT HP,VP ICOLOR OtPLOT HO 


* YB 






XR 

305 

ST=STI£MIOi 



ou 

310 

IF 

ST=14 

THEM 

YP=¥P-1!LOCATE 

HP,VP 


^ AA± 

IF 

AAO0 

THEN 

VP=VP+1 


JS 

315 

IF 

KB^HP 

THEM 

KB=KB+1!LOCATE 

MB , V0 


, BB: 

IF 

BBOe 

THEN 

H0=H0-1 


KM 

320 

IF 

H" 

II 

THEN 

MP = KP-13 LOCATE 

HP,¥P 


j AA E 

IF 

AA<>0 

THEN 

HP=XP+1 


QP 

325 

IF 

YB<VP 

THEN 

V0=VB+1rLOCATE 

KB^ VB 


,S0 ! 

IF 

bboo 

THEM 

YB=¥B:-1 


HE 

330 

IF 

ST = 7 

THEN KP-HP+1!LOCATE HP,yp. 


AflElF OfiOO 

THEN MP=HP-1 


MS 

335 

IF 

)ro>KP 

THEM 

HB“KB-1:LOCATE 

MB, YB 


j BS 3 IF 

BBOO 

THEN 

KB = XBHl^l 


GM 

340 

IF 

ST = t3 

THEN 

YP=VP+1ILOCATE 

MP, VP 


j AA j 

IF 

Ad OB 

THEN 

VP=:YP-I 


OP 

345 

IF 

VB>VP 

THEN 

Y0=VB-1iLOCATE 

X0, VB 


,00; 

IF 

BOO a 

THEN 

VB=V0+1 


HV 

350 

COLOR ZtPLOT KP^VP 


FT 

380 

IF 

VP=23 

THEN 

GOTO 3000 


HH 

400 

COLOR SiPLOT NB.VBiSF KB=«P RMO VO 


= VP 

THEN GOTO 4000 


MU 

500 

FOR 0“i 

TO 00]NEXT D 


HH 

SSS 

GOTO 100 




TH 

1000 




OR iOeO TURN=TURH+i 
CT 101.0 IF TURH~1 THEM C0 = 2 
EX 1020 IF TURN-2 THEN CS=3 
4P 1030 IF TURH-X THEM £0=3 
YX 1040 XF Tmitl = 4 THEN £5=11 
£L lOEO IF TURH=5 THEN £S=l4 
HD l^Ze GRAPHICS 3 +JL0i 5ETCOLOR 4«B,8 
FJ 1530 POKE 708*C5H16+10 
ZJ 1535 POME 705,54 

ML 1540 FOR ¥5=0 TO 23:COLOR IsPLOT 1,VSi 
DRAHTO 35,YSfNEMT VS 
NX 2000 REM Lil;WJa4:Ti¥tl 

HO 2005 H=2SY=2SCOLOR 0!PLOT 2,l;RftAHT0 2 
*2 

MV 2010 FOR A=i TO 253 
YC ZO20 MUM=XNTC4 NrhDC0]F13 

HL Z03O IF MUM=1 AMD Y>Z THEN V=¥“2!RRAHT 
0 K, V 

DR 2040 IF HUM=2 AND lt<38 THEN K = HF2; DRAM 
TO HiV 

ZtJ 2050 IF HUM=3 AND Y<2Z THEM Y^V^ZlDRAH 
TO Kj¥ 

GX Zeoe IF HUH=4 AND X>Z THEN K=H-2iDRAHT 
0 K,V 

CB Z07O NEHT A 

DL 2100 COLOR 0:PLOT 3S^23:ORANTO 30j 22 
DM Z105 X=3a:Y=22 
MA 2110 FOR A=i TO 250 
YE 2120 NUH=XNTI4HRNDCei+13 

MH 2130 IF NUMxl AND V>2 THEM V=V-2[DRAMT 
O MjV 



CC 

2140 

TF NUM-2 RHR K<3B THEM K=K+2lDBAH 


TO M, 

V 


ZH 

Z150 

IF NUM=3 AND Y<2Z THEN V=VtZ!DnAU 


TO X^ 

V 


GK 

2160 

IF HUH=4 AND M>Z THEN K=X-2£DRAHT 


0 K,V 

i> 


CD 

2170 

MEKT a 


5K 

2230 

nmiMSET COLOUf 

.AH5 STARTING PLACEH 


B 



OM 

2240 

HP=2:VP=1]NH=38:yB=Z3 

CD 

2250 

COLOR ZZPLDT KP.VP 

FO 

2260 

COLOR 3:PLOT KB^VB 

PH 

2300 

REK awiWiiiMBimim 

DX 

Z3ie 

POKE 5327S,8 


VH 

2320 

IF PEEKCSI27S} 

'B THEN RETURN 

ZD 

2325 

IF 5TRIGC0I=O 

TKEH RETURN 

II 

2330 

IF P€EKCS327S> 

=3 THEN GOTO 102B 

Sit 

2SSS 

GOTO 2320 


ZB 

3000 

l:l4:gMADe IT^H 


CC 

3010 

GRAPHICS 2 


CH 

3015 

HOK^UON+l 


UR 

3020 

POKE 18,64 SPOKE 53774,64:POKE 752 


,1 



LM 

3030 

POKE 5327S,0:POME 732,0 

QK 

3040 

SETCOLOR 0,1,I2lSETCOLOR 2,7,0sSE 


TCOLOIl 4,7,0 


UC 

3045 

SETCOLOR 1,1,IZ 

XV 

3050 

T SB 


HD 

3060 

? »BJ" 

11 ! 

AE 

3070 

? «5 


CJ 

3000 

? PHEH!*> 

00 

3005 

V ttB 


JH 

3000 

t Jtt;*" MADE IT” 

BE 

3075 

7 SB 


LN 

3100 

? »6J* * 

IT 

GU 

3200 

F0R P=10O T6 SO STEP ^Z 

DV 

3205 

SOUND 1,P-20,14, 6 

HO 

3210 

SOUND 0,P,10,8 

NR 

3215 

FOR B=1 TO 10; 

MEKT D 

XA 

3220 

HEKT P 


HL 

3230 

SOUBa OjOfOjO 


IR 

3235 

SBUnp it9i0,a 


YY 

3260 

IF TURN=5 THEN FDR D=1 TO Z5fl:HEM 


T DEGOTO 5000 


CH 

3270 

? - PRESS 

FDR AHOTHER H 


AXE" 



GH 

3200 

? 17 ■' 

OR Lilli*<i];i TO EH 





PY 

3300 


EA 

3310 

POKE 53277,0 


LZ 

3320 

IF PEEMC532771 

=6 THEN GOTO 50 

AT 

3325 

If STRIG£01=0 

THEN GOTO 50 

MT 

3330 

IF PEEMC5327S1 

=3 THEN GOTO 5000 

SZ 

3SSS 

GOTO 3320 


ZO 

4000 

CH^GOTCt^A^H 


CD 

4010 

GRAPHICS 2 


ON 

4015 

LQST=LOST+i 


tl5 

4020 

POKE IB,64 1 POKE 5X774,54!POKE 752 


,1 



LM 

4030 

POKE 5327V,e:POKE 73Z,0 

EM 

4040 

5ETC0LBR 0,1,iZ:SETCOLOR Z,a,6!%E 


TCOLOR 4,3,8 


UD 

4045 

SETCOLOR 1,1,12 

zz 

4050 

7 <t6 


HE 

4060 

7 _ 

Tl 

AF 

4070 

7 m 


AI 

4000 

? m 


FU 

4aS0 

t tt6;” GOTCHA!” 

ZM 

4100 

? m 





continued 
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£P 4110 ? «t0 

r 

Q4 61Q0 FOR D=1 TO 50:KENT 0 



Ltf 4120 ? «e;*' " 


MO 6i!»0 HEHT H 



EV 4J00 FOR R=15 TO 0 STEP -Z 


UG 6200 ? " PRESS KlAMa FOR IHSTRUCT30 



HA 4310 50llMI> 0, e0,0^P 


NS “ 



5J 4315 FOR 0=;l TO 15-P[HEKT ^ 


JM 6210 ? I? " OR ElLgrttM TO BEG 



It 4320 HFKT P 


rH'* 



HO 4330 50Utlt 0,0,0«Q 


SO 6220 REM P>f!‘lTl^il;Mil=lRM 



OU 44Be AEM tHaVUMiTnilHiE 


MD 5230 POKE 53279,OiPOKE 7?Z*0 



OK 4405 RESTORE 9900 


yp 6240 IF PEEK(63279)=6 THEM RETURN 



KL 4410 FOR Z=1 TO 11 


ZL 6245 IF STRIG(0)=O THEN RETtlRN 



EH 4420 REAP NO,LF 1 


UE 8250 IF PEEKC732)=17 THEH GOTO 8800 



OH 4425 VES=MO+70 


50 6250 GOT# 6240 



OA 4430 50UHD O,NO,10,0 


niKTEITITHiTWlH IN 5 T n U C T 10 H 1 



ET 4435 SOUMt 1,VE5,1O,0 


RR 8010 GRAPHICS 8 



CO 4440 FOR PUR=0 TO 30*LC:MEKT PUR 


08 6818 POKE 752,1 



HH 44S0 SOUND 0,0,0,0 


MH 8820 SETCOLOR 2,IZ,4iSETCOLOR 4,12,4 



JC 4455 SOUND 1.0,0,0 


TV 6030 SETCOLOR 1,1,12 



MK 446B NEKT Z 


5C 6640 ^ E? t7 



ZH 4525 IF TU»I* = 5 THEN FOR 0=1 TO ZSOtPCK 


FA 6850 7 b2 “USE THE JOYSTICK TO MOVE TH 



T D;Gor0 


E RED DAT" 



CR 4680 T " PRESS EOg'?iai FOR OHOTHER H 


OD 6666 ? "OtlT OF THE MAZE AT THE ftUTTOH 



Aze“ 


RIGHT** 



HG i 7 ** on QEEOin) TO EH 


FH 6670 ? " CORNER,"!? £? " 





THE BLUE DOT WILL THY TU CATCH YOU” 1 



OJ 4000 REH i.i||Fi1iliMi'l:M«iai<itn 


Z5 6006 ? !? " THERE APE 5 IHIEES TO iSET 



EL 461# POKE ^327940 


THROUGH" ^ 



HK 4820 IF PEEKCS32791=0 THEN COTO 50 


TO 6690 ? s? " IF ANY HAZE DOES HOT JO 



RE 4025 IF STREGCOJ=0 THEM GOTO 50 


IN UP" 



LE 4030 IF PEEKCS3279T=3 THEM COTO 5000 


tr 6900 ? " PRESS A9a*<il!l TO DRAW AGAI 



UT SOTO 4620 


l|i. 



■ cmi:ri:mjtiBE h d o r . g 


YA 6940 ? L? " PRESS jtPffjliH TO 6EGX 



CE 5010 GRAPHICS 2 


H" 



UT SOZO POKE 16,64 SPOKE 53774,64 E POKE 752 


FB 6950 POKE 53279,0 



^ 1 


ZJ 6960 IF PEEKC5S2799S6 IHEM RETURN 



LV 5030 POKE 53279,Os POKE 732,0 


AF 6965 IF 5tttIGC0>=# THEN RETURN 



MF 5040 SETGOLOR 0,i,12 ! SETCOLOtt 2,12,B:S 


HN 6970 GOTO 696# 



ETCOtOR 4,12,8 


GO 9000 REM 



UE 5045 SETCOLOn 1,1,12 


\ FL 9010 DATA 24,0124,39,25,39,25,0,26* 8 *2 



AA 5#^# ? ms 


6^39 



Hr S06« ? 


DA 9020 DATA 37*6,37*19,36,39*36,6,39,S,J 



AG 5070 ? ns 


m 



FJ 5080 ? aej" VOU played "iTURMj^- HAZES" 


AD 9110 DATA 4,6*4,39,5*39*6,6,6,0*5,39 



AH 6090 ? MB 


i NS 9120 DATA 17*6,17*39,10,39*16*6,19*0,1 



FP S100 t YOtl I^N 


1 9 * 39 



za sue ? ae 


CJ 9210 DATA 64*6,64,39*55,39,65,6^56,5,6 



10 5128 T a6;" ” 


6,39 



CH 5200 ? ■■ PRESS FOR ANOTHER H 


MC 2338 DATA 44,8,55,8,44,0,55,7,44,18,50 



Azr^- 


*1# 



HH 52?0 ^ ^ " OR @19DISII3 TO 


AG 0348 DATA 44,37,50,37,44,38,50,38,44,3 



nil 


9,59*39 



IKFim-Ki;! ■;T4:HST APT OR OFt 


GC 0430 DATA 64,8,70,8,84,0,70,0,64,10,70 



EC 5310 POKE 53279,0 


7 10 



KU 5320 IF PEEK(63279)=0 THEN 6OT0 40 


KI 9440 DATA 54,37*79,37,64*35*79,36*64*3 



0E 5330 IF PEEK(532791=3 THEN GOTO 599S 


9,79,39 



RC 5400 GOTO 5320 


JG 0848 DATA 64,22,75,22,84,23,75,21,64,2 



GN 5999 GRAPHICS OSEHO 


4,75j 24 



mSilPflVIffl^TAAT ANA IHSTROCtToH^^^^^H 


CC 0880 DATA 7,0,11,13,7,10,11,14,7,11,11 



DV 6010 GDAPHXCS S 


lis 



LE 6015 SETCOLOA 2* # ,6:6ETC0L0A 4,0,6 


MJ 9610 DATA 12,13,16*9,12,14,16*16,12,15 



UU 602# POKE 16*64 SPOKE 53774,64fPOKE 752 


416*11 



pi 


IL 9620 DATA 27,8,36*1,27,9*36.9*27,16,35 



HI 6100 REH STARTING TITLE 


*1# 



DY 6110 FOR K=1 TO 46 


NG 970# DATA 59,11*44,37,59*12*14,30*59*1 



QU 6li0 REAP HI,VliHI,V2 


3,44*39 



IT 61Z5 M1=IHTC74»HHDC6J3; rt2-IHTC159WRHP t 


OM 0710 DATA 58,11.44,36 



19 9 


' HY 972# DATA 27,22,36*22,27,23.36,23*27*2 



TT 6110 COLOR 2tPLOT Kl^¥ll5OUH0 0,M1K5>1 


4,38,24 



0*0±6OUH0 1,M2*10,0 


Tu 99## REM iafnMiriizMi ■ jajtJ 



; HU 6160 DfiAHTO H2*y2 


WJ 9970 DATA 81.3*61,2*61^1,61,3,66*2*72* 



UU 6170 SOUND O*B,0,6iSOUND 1,0*0,0 


1,72,2,81.1,81,2,85,1,81,4 





m 

j 
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REVIEW 


MUS C PJUNTER 


A S a long time Atari S-bit tan I was delighted to see Page 
6 obtaining stocks of classic 8-bil pro^ains and, even 
better, selling tbiem at bargain prices! There's some- 
thing for eveiyone, and even the budding computer music 
maker hasn’t been forgotten. For just £7.9^ he can now be¬ 
come the proud cmTier of Music Painter, a computer iiiuslc 
package allowing the composinon and playback of music using 
the S-bit's Internal sound Chip. 

Having to leam standard music notation often puts people off 
getting started in music making. Music Fainter is aimed at the 
complete novice, and neatly gets round this problem by using 
a much sislmplifled notation method. The screen shows one and 
a half musical staves, one for the treble clef and a partial one 
for the bass. This gives a note pitch range of three octaves, 
ample for use with the sound chip. Notes are represented by 
coloured lines, which may be "painted" onto the staves under 
Joystick controL Placing a line higher on the staves produces a 
higher pitch, moving it lower results in a lower pilch. Ttie 
longer the line, the longer the note plays - you can't get much 
simpler than that! 

Surprisingly, the program is fully chromatic, that Is, it ran 
handle all twelve semitones In an octave, making it possible to 
reproduce virtually any music Jn any key. Each semitone has 
its owm colour, making \1sual identUicalion of a note’s pitch 
quite easy. Once again, the program tries to simplily the 
difTieult concepts - sharps, flats, and key signatures again 
arenl handled in the usual notation, taut by modifying the way 
in which lines representing notes are placed on the staves. 

JOYSTICK DRIVEN 

The program is almost totally Joystick driven. The only excep¬ 
tions are use of the Reset key to clear a musical piece from 
memory, and tlie keying of a filename when sa\rLng a new piece 
to disk. EX^erythfng else is achiev^ed by using the joystick to 
select an icon to choose an option^ or to position a note on the 
staves. Hie note positioning operaUon Is aided bj^ the program 
displaying the names of the notes as the cursor passes over 
their positions on the staves. Here though, it does use stan¬ 
dard note names and sharp and flat signs, so you can aL least 
start learning about them. 

After positioning the cursor for the required note pitch, a 
press of the joystick button paints the note into place. A single 
press results In a note of the shortest duration„ longer notes 
are formed by holding do-wn the button and moving the joys¬ 
tick to the light. This causes the screen to scrolk painting a 
continuous line for that note, with its duration represented by 
the line's lengtli. It's also easy to change exfsttng notes, and to 
delete, insert, and copy one or more notes in an existing piece. 
I was disappointed to find the program only handles three 
voices, rather than the four available as standard on all Alari 
8-blt machines. Thus, it can only play Qiree pari lianiionJes 
instead of four. Ttie disk supplied also carries a Commodore 
64 (please pardon Qie bad language!) version of the code on 
side two, so It looks as if Music Painter has been designed 
down to the lowest common denominator. However, the novice 


John S Davison discovers a 
way that anyone can make 
music even if they know 
nothing at all about music/ 


probably won't miss lhat fourth voice much, so w^hy worry? 

Eacli voice can he Independently assigned one of four sounds, 
namely piano, flute, violin, or drums. As these sounds are 
generated Intemally by the sound chip rattier than being 
digllally sampled, you wouldn't expect Oiem to sound anything 
like their names, and indeed ttiey don’t. However, they do 
provide scope for simple experimentation with different 
sounds. 

BACH TO FATS WALLER 

Other functions provided allow' you to set the bar si^e to 
aceorrunodate different time signatures: to alter the tempo of 
playback; to Independently turn on and off each of the voices; 
to easily play short sections of the piece: and to quickly scroll 
backw^ards and forwards through Qie music. Tliere’s also a set 
of file functions allowing you to load, save, and delete flies from 
disk, and to request a dlrectoiy^ listing, itie supplied disk also 
includes a set of music files, covering styles from Bach to Fats 
Waller. You can load and listen to these straight away to 
quickly get a feel for the program's functions and capabilities, 

Ov^erall, I like Music Fainter. It gives the beginner a basic 
introduction to c'ompuLer music making, without getting bog¬ 
ged down in musical theoiy. The corollary, of course. Is that it 
won't teach you much about music theoiy^ either, but then Qiat 
Isn't its purpose. Its aim is to turn your ■computer into an aid 
to musical creativity, in a way ttiat virtually anyone can use - 
something it achiev-es admirably. If you've ever thought about 
getting into music making with your Atari 8-bit machine, 

Music Painter is probably the easiest route available. And at 
£7.95 you can’t really go WTongf 

MUSIC PAINTER 
Atari/Page 6 
£ 7*95 

Reviewed by 
John S Davison 
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WARCAMES 



PANZER 


ler\' etc As one of the very few named rather than numbered 
uT?its in the Wehmiacht {as disiinci from the Waflen SS) it was 
an elite formation and was equipped and staffed accordingly. 
Tlie introduction states, however, "some leeway has been 
taken In confomiinj^ the game to tlie computer , so tills Is no a 
game for the wargaming purist who Insists on meticulous 
historical accuracy. 


Michael Ingham takes 
an in-depth look at a 
wargame that offers 
five historic scenarios 


A Wargame of Geimaii Armoured Infantry on the Eastern 
Front - reads the legend across the top of the large SSI 
box containing Panzer Grenadier. Tills Is eniphaslzed 
by the illustration of tough -looking characters In improbably 
neat uniforms leaping from a troop carrier hurling grenades 
and hring submachine guns - rattier more Hollywood than 

histoiy! . _ . 

This is the third in the scries of Roger Damon designed 
wargames for 8-bit Ataris, The first was Operation Whirlwind 
IDrodcrtaondlfollowed by Field of Fire, Panzer Grenadier and 
Vietnam Finally came a Warg^e Construction Set for D-l-Y 
games: all after the finst published by SSI, Ml the Damon 
games share a family leBemtolance In tliat they are basically 
lactical battles Im-olving infantry wiih support weapons, 
armoured units and artillery, in which you the player can take 
only one side against the computer; you cannot play a scenario 
first from one side and then the otlier. 

Opening the box of Patizer Grenadier, you find a double-sided 
disk and one of SSfs handsomely prtnled booklets, the intro¬ 
duction section setting the scene by putting you in command 
of the Grenadier regiment of the Grossdeutschlaiid Division, 
Historical note - the Grossdcutscfilaiid name was originally 
given to a motorized infanliy regiment lonncd Irom the Berlin 
ceremonial guard unit later expanded to divisional strength by 
adding a fusilier and a panzer regiment plus divisional artll- 
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M ovement rates atid weapon ranges are not strictly m 
ratio to one another - and you do not have Uie lull 
range of weapons that such a regiment might have 
had, There are two seenartos where you will certainly wish 
ytjur anti-tank company and panzerfaust platoons were not on 
Icavel On the other hand, after the Kursk battle even elite^ 
unite were seldom at anyUting like establishment strength. 
Commanders had to itianage with what Ihey had; \ on Mellcn- 
thin records in Panzer Batdes" (Fontana) one desperate ™un- 
ter-attaek against a Russian Infantry division plus tanks by a 
Grossdeutschlaiid battle group of a panzer detachment ol 
about twenty tanks, one company of the reconnaissanM u^it. 
one battalion of infantry In half-tracks and one troop of self- 
propelled artillery commanded by a divisional staff officer. 

Some of die scenarios are not too dlfferentl 
The game side of the disk Is loaded first, then the Scenario 
side which first offers the choice of loading a saved game, 
choosing another scenario from the five in the grame or loading 
the scenario shown. Pick your hatUe, choose the difTicufty 
level, then either fast or slow speed which only affects the lire 
and enemy movement phases, and, unless you can 
me unit firing, count how many times It fires and read the 
messages at the bottom of the screen at lightning speed, pick 

slow by pressing Start. 

Up comes the map and you are into the first phase ol the lirst 
turn. Ml the Damon deslgped games, like most wargames. are 
split Into turns which are subdivided into phases but the 
phases and their order does vaiy tn different games. In Panzer 
Grenadier, (He first phase of each turn is Obset%-atiori. scroll 
round the screen to scan the terrain (the brown blobs are 
hilltops, the rest are fairly ohtlous), and in the lower pa o 
the map you will find your battlcgroup. This varies from 
Boenarto to scenario and is made up from inlantry, pioneers, 
machine guns, mortars, reconnaissance units, assault guns, 
self-propelled artiUery and three ty pes of tank. Place die cursor 
over a unit and its details are shown In (he text window below' 
the map; note the number at the right, this is the number of 
"sub-units” present and how many times the unit flres per 
phase. At the beginning most units have S=3 but tanka be 
4 or Ei. Start wony'ing if it drops to 1 - that unit is on its last 

Most of the icons are fairly clear but make quite sure that you 
can pick out the pioneer companies; the Icon is only veiy 
slightly different from infantry but their capabilities are qui c 
diSront - the number of times 1 have tried to clear a minefield 
with an inlantry company. Adjusting the brightness ivill not 
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help the confusion but It can help in disLinguitihing Qie lEuiks 
which differ quite a lot in what they can do, Tlie only action 
you can take in this phase Is 
to order units on foot to dig-In 
or get ready to move. 

Then follows fire 1/ ino%^e- 
ment/ enemy fire 1/ lire 2/ 
enemy movement/ enemy fire 
2/ vlctniy level fthe score) and 
a save position opport.Linlh.% 
making up one turn. The big 
difference between ttiose 
games which have a command 
phase followed by an action 
phase and a boardgame proc¬ 
edure like this is that you now 
have greater control. In the 
fire phases, each unit fires 
separately, so you need not 
waste fire on an enemfy that Is 
already eliminated. In the movement phasCp each unit Is 
moved with the joystick square by square which can be tricky 
If trying to keep on a road to get maximum movement - and 
don't get traffic Jams in Scenarios 2 and 4 by running out of 
movement on a bridge or minefield gap so blocking other units. 


One more riuer - move into a town and defend against the 
counterattack: if it was in Runianiap it would have been in 

Spring '44 not '45. Lots of pos¬ 
sible lines but If you want the 
front Just above the town, 
practice with the joystick; you 
need every square of move- 
ment to get dug-in in time. If 
you have seen off the attack, 
tiy sending your recon units 
up to the map top, you may 
get a surprise. 

Wilkouifschen - this time 
you are part of an attack and 
there are again many ways of 
setting about It: only one tip, if 
you get the entire regiment 
into the town and still have 
only a minor victory, read your 

orders again, 

FOR BEGINNERS? 


SCENARIOS 

The scenarios are^ I think, mainly possible aeUoris rather 
than detailed reconstructions: detail is usuahy vtty dUheult to 
get at the tactical level anyway: even for WWi L They are: 

Brides ovBr the Lutchessa - recapture three bridges and 
then hold off a counter attack. The line suggested in the 
gamebook works reasonably , but Qiat in 'The Electronic Bat- 
tlefLeld " is even better. 

Cards on the table - the attack on the Kursk salient. This 
is "'authentic" in that the GD division was in the spearhead of 
the soutfiem pincer and is closest to getting the feel spoken of 
In the designer’s notes. My favourite - I've yet to get even a 
minor vlctoiy at the Advanced level. One tip. If you break 
through the first defence line quickly and cheapl}^ save the 
position, then you cran try severa] ways of getting Into the 
town, o%^er LIrie bridge and off the map. 

Kirongrad - stop the tanks breaking through. If the GO were 
in action here It would have been In Autumn '43 ajid, although 
this is an infantiy^ game. I've yet to find their best place here; 
in this game, tniantry' is quite weak against armour so the 
choice seems either to tuck them away or to dig them in on the 
front line where they wUl probably be lost but they draw fire 
away from your tanks, trickyf 


Now the important bit, who should buy the game? Experi¬ 
enced wargamers wUl prefer Kampfgruppe [SSi) lor eastern 
front tactics, but for lighter relief when something is wanted to 
fill an hour or so, this should fill the bill, unless you build your 
own v^ith the Construction Set. For beginners it is a good start 
to tacUCal small unit waigaming. A good rather than a great 
game: all the Damon series have an unrealislie amount of 
reconnaissance by fire (blowing boles in the landscape to see if 
an enemy is there) but It shows less In Panzer Grenadier. Also, 
the scenarios of 12-15 turns are about the right length and all 
arc possible at the first two levels. And you can still get the 
game! Wlien first issued, it was at S124.99 rather expensive, 
now at £16.95 you should get your money's worth of enjoy¬ 
ment. Now perhaps if I trj' tliat other route in Scenario 2,1 
might have more tanks left by the time the bridge Is up .... 

Panzer Grariudien oJon^r LLiith seueraL other wargemws, is 
auailnbie/jiomMiles Belter Sojlware mho kindly supplied the 
reuiew copifr 


PANZER GRENADIER 
Publisher: SSI 
Price: £16.95 

Avallaible from Mites Better Software 
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MATTA BLATTA 



ver the years. British 
Telecom produced 
some excellent soft, 
ware for the Atari. Warhawk 
and 'iTie tixtirpator were a 
couple of the best but Qic 
creme of Hie crop was unques¬ 
tionably Druid - a brilliant 
(and highly underrated, in my 
opinion) Gauntlet done that 
left tJ .S-Gold’s ofTlcia] version 
destined for the dustbin (sec 
re\riew in issue 3Q). B.T. sub¬ 
sequently Lurried their atten¬ 
tions to re-rcleasing some of 
Activision’s highly regarded ti¬ 
tles in their budget Silverbird 
range, and again found an en¬ 
thusiastic market. Sadly^ you 
wonT see any new games lirom 


Trtle: MATTA BLATTA 

Publisher: Silverbird 
Price: £ 1 -99 cossette 

Players: 1 
Loading: B"55" 

Reviewed by Paui Rixon 


B.T’. today but most of the ex¬ 
isting range oan still be founds 
at prices that accm too good to 
be truel 

This scciiis like a opportune 
iiioiiient to introduce what is 
probabl}' the most recent ori¬ 
ginal game to be issued ulth 
the Silverbird label - MATTA 
BI JLTTA. Therc“s dclirdtcly no¬ 
thing □rigitial about the theme 
though. It's an old-fashioned, 
blast-evemhlng-in-slght hori¬ 
zontal scroller with enough ac¬ 
tion to keep even the most 
battle-hardy arcadians occu¬ 
pied! A game wouldn't seeni 
the same vilLbvout a plot 
(would it?) and Sllverbtrd ha^'e 
obligingly enrolled you as the 
pilot of a technnlogioally 
astounding super fighLcr, bat¬ 
tling to save the Universe from 
deadly aiUi-matter aliens. Tlie 
nasties are traversing the cor¬ 
ridors of Inner^ space to wreak 
their ^.vi\ destruction on the 
hapless and ignorant people of 
EveiyT^^herc - only you can 


stop them. Even so, its a pret¬ 
ty straightforward shoot 'em 
upl 

The alien craft appear at an 
alarming speed from the right 
hand edge of the scrolling 
playfield and you're expected 
to zap them into microscopic 
parlTclcs before they inflict 
serious damage on your ship ■ 
like It or not there's little you 
can do except close your eyes, 
vTaggle the stick and hit that 
triggcrl 

TTie graphics are generally of 
a higli standard with the tra¬ 
ditional starscape backdrop 
bordered by a variety of in¬ 


teresting designs throughout 
he levels. There are nice 
toucheft elsew^here such as a 
rainbow graphics demo on the 
title page and sound, too Is of 
a reasonable standard . 

Overall Matta Blatta is a 
competently programmed 
shoot 'em up which could be 
improved by a more sensible 
speed restriction on the In¬ 
coming nasties, but is a 
worthwhile challenge for those 
expert players. If you don' t 
fancy this one, look out for 
other gems bearing the the 
Silverbird/Firebird label. 
They’re too good to be missed! 




A nother offering from 
B.Ware that, to be 
honest, is not at all 
dissimilar in nature to their 
other receiit efforts. If yotiVe 
read the reviews of Escaper, 
Cybor-Stlen and A-Zone in 
previous Issues of NEW ATARI 
USER then you should have a 
prcLty good Idea of what this 
one’s all about! TliLs time. 
□.Ware’s traditionally cmde 
packaging is surprisingly lack¬ 
ing In any fljrm of incredible 
explanation - perhaps we 
sfioLild view that as a bonus] 
You've apparently crash 
landed on a strange planet 


called Zoltan and your aim Is 
simply to escape (hence the 
title!). To reach safety you 
must, guide your jet-powered 
astronaut through a series of 
screens, colleet Uranium fuel 
pods scattered throughout the 
levels and avoid contact with 
w^alls, floors and other danger¬ 
ous barriers. If you manage to 
collect all of the pods and 
make it to the exit potnt before 
the time limit expires your In¬ 
trepid astronaut advances 
onto a subsequent screen. It 
sounds too. easy to be true, 
and naturally it is! The main 
problem is that to reach the 


pods you are forced to Lra^'Cl 
through pulsating 'lasers' and 
there's little you can do to pre¬ 
vent them appearing at the 
worst possible moment, The 
chances of survival aren't Im¬ 
proved by the abysmal colli¬ 
sion detection that can result 
in your character's demise for 
no obvious reason f 
In common with other games 
from Ltie B.Ware stable, the 
graphics fall way below Ltie 
standard that Atariaiis ougtit 
to expect - in particular, the 
information screens between 
levels are dlfftcult to read and 
the design of scenery^ else¬ 
where Is decidedly uninspir¬ 
ing. In the sound department 
there are a ivw bleeps and 
screeches but nothing that 
virluaJly any Atari owmer 
couldn’t produce in a couple 
of lines of Basic! Well, at least 
1t‘s preferable to the dreadful 
noise In A-Zone and Escaper! 


Zoltan Escape Is supplied on 
disk or cassette dlreilly by 
B.Bytes Computers of Hinc¬ 
kley, although you migfrt have 
guessed from the comments 
above that I’m not about to 
recommend you dash off for 
your cheque book! If you have 
a big collection of shoot ’em 
ups and desperately want to 
add more tlien Zoltan Escape 
will pad your coUectlon out. 
Alternatively you might w’ant 
to purchase a ropy just to 
show^ your support to one of 
the few remaining companies 
interested in marketing Atari 
software. It’s a pity that 1 can't 
recommend it more strongly., 


Title: ZOLTAN ESCAPE 

Publisher: B.Ware 
Pric©: £5.99 Cass/Oisk 

Players: 1 /2 
Loading: N/A 

Reviewed by Rixon 
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TOP 10 CASSETTES 


Atari Aces... 

SOLO OUT 

Kick Off.. 

. 7.95 

F.15 Strike Eagle. 

6.95 

Silent Service. 

SOLD OUT 

Platform Perfection . 

. 4.99 

Atari Compilation 

. 4.99 

Plastron. 

. 7.95 

Hawkquest. 

. 7.95 

Thunderfox ... 

. 7.95 

Kenny Dalglish Soccer 

..... 7.95 


TOP 10 DISKS 


Flight Simulator II . 

..24.95 

Kick Off. 

.If.95 

Gauntlet. 


Plastron .. 

. 9.95 

Infiltrator.. 

. 9.95 

Hawkquest. 

.16.95 

Bop ‘n’ Wrestle. 

. 9.95 

Smash Hits 7. 

. 6.99 

221B Baker Street . 

.11.95 

Silent Service. 

.11.95 


TOP 10 ROMS 


Star Raiders 

. 9.95 

Donkey Kong Jr.... 

..12.95 

Blue Max .. 

.. SOLD OUT 

Donkey Kong. 

.. 12.95 

Ms Pacman. 

.12.95 

Galaxian. 

. 9.95 

Eastern Front 1941 

8 9S 

iniiiii Uivw 

River Raid ...,„.. 

. 8.95 

Pacman. 

. 9.95 

Pole Position. 

.12.95 


SPECIAL OFFERS 
FEBRUARY ‘91 


Desert Falcon (ROM) 5.00 
Desigirer's Pencil S.OQ 

Defender (RDM). 5.00 

Scenery far Flight Sim, II 

Disk 1 to 7.each 10.00 

Internalional Karate (Disk)... 5.00 

Draconus (cass.).. 2.50 

Heartache (cass.). 2,50 

XETrakball....20.00 

ST/STETrakball.20.00 


TOP 20 BUDGET CASSETTES 


Bllnk/s Scary School .. 2.99 

Yogi's Great Escape. 2.99 

Sidewinder II.. 2.99 

Puff and Ready. 2.99 

Sub/Tank Commander.. 1.99 


Footballer of the Year „ 2 J9 

Chuckle Egg. 3,99 

head Over Heels ........... 2.99 

Hinja Commarrder. 2.99 

Gauntlet. 2.99 


Pro Golf .. 2.99 

Grand Prix Simulator... 2.99 
Arcade Fruit Anachine ... 2.99 

Kikstart. 1.99 

Lazer Hawk. 2.99 


Jet Boot Jack .. 2,99 

Fantastic Soccer. 2.99 

Joe Blade II... 2.99 


Space Rider Jet Pack Co. „ 2.99 
Football Manager.. 2,99 


GAMES 


GasS;. DEsk 


Kick-Oft .. 7.95 11.95 

Summer Games .. 12.9& 

Smash Hits 1 -5^7 6.99 


(each) .... 

Living i:)3ylights . 

Trivial Pursuit .. 

Spy vs Spy ArtLic Antics ... 

Spy Spy Trilofly . 

Flghlfrr Pilot ..... 

Polar Phfrre ..... 

Mr Robot . ... 

Beta Lyrae . 

EnuMerdash £ .. 

Arkajinid ..... 

Trallblazer ... 

Snin Flight ............. 

SpyFkUrttisr ...... 

Mirex Force .. 

Rescue on Fraqlgl^g . 

Bjilltilazcr ... 

Rampage ... 

ShcKit 'em Ups .... 

Platform ParfBction .. .. 

Spindi^jy ... 

Toitchdown foniball . 

Spilfire 40 ... 

Oraconus .... 

Oruid .... 

Brian Clough's Foulball Fort. 

PDoyan ..... 

European Supa^ Soccer . 

Hard Hat M^C .. 

New YorltCily ................... 

Crumbles Crisis .... 

Freaky Factory ..... 

Starquakfl ... 

Pneppie 2 .. 

Laser Hawk ........................ 

Colossus Chess 3 .. 

Sidewindar .... 

Joe and Ihe Pluc^r 

Cavarns .... 

Mudear Nick ......,. 

Knnckpul Boxing . 

Sunslar ..... 

Guthben Goes Walkabout .. 

Heanacht ... 

Mig Allw Ace .. 

Pinball Constru^ion Ki| . 

Enfiltrato-r ... 

■RiunderTox .. 

Slingshot .... 

Winter Events. .. 

Black Lamp ... 

Star Wars .. 


2.99 9.95 
t2.95 H.95 

4.99 6.99 
a.95 9.95 

1Q.95 
4 99 6.99 
^.39 6.99 

4.99 6.99 
£.99 6.99 

9.95 
9.B5 
e.95 11 95 
6.39 

2.99 6.95 
6.39 
6.99 
6.39 

4.99 
4.99 


2.99 


6.95 

4.39 


6.99 
6.93 

6.99 
3.95 
9 95 

6.95 f2.95 
4.99 4.99 

6.96 12.35 
4 99 
4.39 
4 99 
4.39 

4.99 
4.99 
4 99 
4.99 
4.99 
4.99 


7.95 


4.33 

4.99 
2.93 

2.99 

9.95 

3.95 
3.95 


7.95 

7.35 

9.35 

7.35 

7.95 12.95 


ADVENTURE.STRATEGY 


Cass. Disk 

Flight Sim. Scenery Disks .. 14.95 

(Please: piiufiB) 

Quesifon . g.gs 

Field Ol fina . 7.95 

Hollyvrocd Hijinx .............. 9.95 

Jinjctar ... 14.95 

Tina ^ Magik ..11.95 11.95 

Lurking Horror .. 11.95 

Ingrid's Back .11.95 11.95 

GuHd Qt Thievci .. 14.95 

Knight Ore ....... 11.95 11.95 

Cloak 01 naalh ... 2.99 

Th* Gcldan Baton . ... 2.99 

Gunstinggr .... . 9.95 

Eternal Diigger . 14.95 

Thesire Europe . 11.95 

Carrier Force . t6.95 

Panzer Grenadiar .... i 6.35 

BaiUecru&iar . IB.35 

Warship .. 19.95 

Viertnam . 9.35 

Conflict in Vietnam . 11.95 14.96 

Crusade in Europe .11.95 14.96 

Decision in the Desert ..11.95 14.96 

Colossus Chess 4 . $.95 12.96 

Kennedy Approach . $.95 12.95 


Cutthroats . 9.95 

ZOrk 1 3.95 

Spallbresker .. 3.95 

The Count . 4.99 

Pirate Adventure . 4.99 

Scapeghosl .... 12 95 12.95 

SlUcon Dreams . t2.35 

Repel CMrgc . 13.95 

Super Huey .. ■9.9511.35 

Lancelot .. 11.95 

Sargon ril Chess .. 9.BS 

GettysbunQ .. 19.95 

Knighls oUhe Desert . 9.3S 


Scott Adams advantuias on cassette at 
£2.39 each - phone 


XL'XE CARTRIDGES 


MiSSila Command . 9.95 

Donkey Kong . 12.95 

Pol* Position . 12.95 

6tflr Raiders ..... 9 95 

Ms Pacman ..... 12 35 

Fight hllphi . t4.95 

Star Raiders II . 14.35 

toderunner ... 14 95 

Barnyard Blaster (lightgun) . 12.35 


I XL/XE CARTRIDGES 


Dng on One Basketball _ 


14.95 

Battlazona ... 


14.95 

David's Midnighi Magic (PinbaH) .. 

14.95 

Anchen .. 


14.95 

Rascua on Fr^ciulas .. 

. 

14.95 

Ballblazar .. 

.... 

14.35 

Delender .. 


935 

Galaxian ..... 


9.35 

American Fooibalf 


3.35 

Tennis .... 


9.96 

Moon Patrol ... 


12.35 

Robotron 2DS4 .... 


12.96 

JPusE ... .. . 


12.35 

Hero .... 


6.95 

River Raid ... 


£.35 

Mega Mania . 

■ 1 1 IX. 1 . 

£.36 

Dreed npught Factor . 


£.95 

Designer Pencil .. 


9.35 

Rally Bpeedviray .. 


8.95 

Mlnet 2343er .. 

r... .... 

$.35 

Mr Cod .. ... 


8.95 

Eastern FfonM 341 .. 


S.95 

Food Fight ... 


3.35 

Skywriter . 


9.S5 

1 UTILITIES 1 


ROM 

Disk 

Mini Office 11 .. 


14.95 

Atflri Writer .. 

29.95 


Aiifi Writer Plits . 


29.36 

MicrosGtt Sasic II .. 


19.96 

Siienl BuDer - Parsenal Fimnoa 


16.95 

PLanetanum .. 


16.95 

BUDGET CASSETTES 

I 


nockferd . 2.93 

System 6 Pools. . 2.99 

Graan Beral . 2.99 

BM)< Simulator . 2.9g 

Phantom . 2.99 

Transmutor . 2.93 

Panic . g.99 

Ort Cue .. 2.93 

Jocky Wilson's Darts . 2.39 

LiflJe Devil .. 2.B9 

Sciaaming Wings . 2.99 

Domain or the Urtdaad .. 2.99 

SpaM Lobsters . 2.93 

Planet Allock .... 

Gauntlet .... . .. 2.99 

Chuckle Egg .. 3.99 

Dreadnaughi . 2.93 

Casirto Roulelle .. 2.99 


BUDGET CASSETTES 


ExjplOding Wall .. 2,39 

M icrorylhym ..., . .......2.39 

RoPd! Kniqhls .... 2.33 

Survivors .... 2.99 

Nucleus ....£.99 

Ccamig Pirate ... £.99 

Last .. 2.99 

tarand Prix Simulator .. 2.39 

Footballer Oltha Year ... 2.99 

Mr Dig ..... £99 

IflO ... 2.^9 

Whiriynurcr ...... 2.99 

Warriora ol Raa ...... 2.93 

Tapper . z.-gg 

Death Race .... 

Pro Mountain flike Simulator £.99 

Spellbound ..... 2M 

Zajcwon ...... 2.9g 

Mad Jax ..... 2.99 

War Coplor .... 2.93 

Space Wars ...... 2.93 

Invasion ..... 1 

Daylight Robbery .... 1.39 

Spooky Ca&tla ... 1 .M 

Molecule Man .... i.gra 

Pothale Pele ..... 1.99 

Feud ..... 1 99 

Cr^ck Up ....... 1.99 

River Rascua ... 1.39 

Crystal Raider .. 1.99 

Gunlaw .. t.99 

Aclion Biker .... 

Desmonds Dungeon ... i.-gg 

Lwpster .... i.99i 

Special Dalivary ... 1.93 

JoeBlade........ 1.99- 

Tanium .. I.99 

Gridrunnftr .... i.gg 

Sub Commander .... 1.93 

Dawn Raider .... 1.99 

Soccer .. 1.39 

Bomb Fusion ..... 1.39 

PBriscopeUp .. 1.99 

□ ili^ Dioe .... 1.99 

Milk Race ..... 1.99 

Wiotpr Wally .... 1.99 

LA. SWAT .. 

Fooffiall Manager .... 2 .^^ 

Encounter ..... £.9& 

Las Vegaa Casino ..... 2.93 

Fruit Machine Simulatoir ............ 2.93 

Timeslip ...... 2.99 

Dreadnaught .... 2.39 

Rculene simuiaior ... 2.3fl 


XC12 Cassette Recorders. . £29.95 




FULL RANGf OF ATARi 2600 CARTRIOGES IN STOCK 


219/221 Cannock Hoad, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD 
Telephone (0543} 400577/8/9 



Add sop to irdtrs less lliait r 5.DQ. All prlns carrEcI al 
time at geiriQ lo press. Access ar Visa enders wsicaitie. 

Please add £1 par iiem far overseas 
Please make Cheques or Postal Grders payable to 
■MILES BEnER SOFTWARE" 
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H ave you w€r 

you could prograTH 
your Atari without, 
touching the keyboard? If so, 
THE DESIGNER'S PENCIL - 
AcLivislori'H audio-visual prog- 
raiiimlng tool for the shy of 
typing - could be jusL up your 
street! 

Inside the box. you should 
find a detailed instruction 
guide explaining the concepts 
of‘Prog’ Activision’S unique 
language - and the wider 
aspects ol The Designer’s Pen¬ 
cil environment. Unfortunately 
mine was missing se^'cral im¬ 
portant pages but hopefully 
ttiis isn't a common character- 
isticl Unlike most languages. 


Title: THE DESIGNER'S PENCIL 

Publisher: Activision 
Price: £9.95 ROM 

PloyOtS-: N/A 

Loading: N/A 

Reviewed by Peut fSxon 


Prog allows you to begin creat¬ 
ing code almost immediately 
without learning the exact 
syntax of comniands. This Is 
because user input is carried 
out excluai%^ely Wa the Joystick 
- even when enterii\g file¬ 
names. FollnuiJig an Introduc¬ 
tory demo you're faced with a 
screen divided into two main 
windows. On the left is the 
program area (which initially 
holds the coding fur the demo) 
and on the right is a Ust ul 
instructions. Both segments 
can be scrolled vertically to re¬ 
veal more of the Information. 
Command boxes at the foot of 
the screen allow you to clear 
memory, insert and delete 
lines of code, run the current 
program, ^ic\v a freeze frame 
of die output and pcrlomi file 
I/O funcQons Ihc software is 
supplied on ROM but can be 
used w^th disk or cassette sys¬ 
tems to load and save data. To 
select an option or scroll a 
witidoWn just point and click 


with the Joystick! 

Creating a program is 
straightforward - select the re¬ 
quired Instructions, enter any 
parameters needed and click 
on ‘RniV to observe the re¬ 
sults. Prog provides some ^5 
instructions - It may sound 
daunting but there's no need 
to learn them al! at once. 

Thcre are several demonstra¬ 
tions stored in ROM and if you 
have a suitable printer you 
can obtain a hard copy for lei¬ 
surely study. Many commands 
relate to movement of a ‘pen¬ 
cil’ - Prog's equivalent of 
Logo's Turtle- It can draw^ 


lines, circles and arcs with up 
to four selected colours, fill 
areas and produce kaleido¬ 
scope effects. Once the basics 
have been mastered you can 
experiment ■with variables, 
conditional clauses, data 
statements, jumps, sub¬ 
routines, sound and more. 

The Deslfincr's Pencil is a 
solidly built, easy to use and 
liilly-featured tool suitable for 
ail ages and abillLies. !f you 
want a painless and enjoyable 
Introduction to programming 
or just want to Impress the 
folks with some clever sound 
and graphics, if s ideal! 






T his oldie from Aettvi- 
siotl proves Ihe adage 
lhat simple Ideas are 
often some of ttie best. Wlien 
ZENJI was published hack In 
1984 It was accoTiipaiiied by a 
story outlining your mission, 
as a specially commissioned 
Zone E^ange^^ to explore the 
uncharted regions of the Unt- 
verse. All this seems to have 
been forgotten over the years 
and replace<l by a rather unin¬ 
formative summary street. 
Don't be deterred by the 
mediocre packing - the game 
itself Is as playable as everl 
It's based around a maze 


constructed from a number of 
riiffereiuly shaped paving seg¬ 
ments. These can be swivelled 
to form various patfi configur¬ 
ations and the idea is simply 
to link all the sections 
together so that none are iso¬ 
lated from a computer-desig¬ 
nated source. The player has a 
birds-eye view of a 'face' (of all 
lliings!]| which is manoemTCd 
around the maze using the 
Joystick. The trigger spins the 
underlying section of path so 
that the necessary coniiec 
tions can be made. 'Wlien a 
path has been linked to the 
source it changes colour to 


assist in the location of tfie 
remaining sections. A lively 
tunc In the background plays 
increASingJly faster as your 
lime allow'ance diminishes - a 
clever touch that [unusually) 

Is not spoilt hy Lite music be¬ 
coming excessively irritatlng- 
Zcnjl Incorporates eight alter¬ 
native playing levels that offer 
a uniquely wide range of diffi¬ 
culty settings for one or two 
players. The initial screens are 
quite straightforward but pro¬ 
vide you with a useful oppor¬ 
tunity to experiment with 
various tactics that are almost 
essential in the later stages. 
Here you'll discover ‘flames of 
desire’, Illusions, sparks and 
other nasties who'll attempt to 
disrupt your progress by 
blocking the routes to victorj'. 
They must be avoided as you 
can only sustain a Jimllecl 
number of colbslons before 
the game is brought to a halt. 
Points are awarded for the 


wiinpleticri of each screen (the 
less ttme taken, the more re¬ 
ceived) and there are bonuses 
on offer if you land on particu¬ 
lar squares when higlilighted 
during the game. 

ZenJI is a simple, fun oonecpl 
that seems certain to appeal 
to players of all ages. Although 
the graphics won’t win any 
prizes for outstanding quality, 
they are quite adequate In a 
game whose overriding 
strength is undoubtedly its 
Immense power of addictive- 
ness. 

If your New Year's Resolution 
was to spend less time with 
your Atari, DO NOT buy this 
gamel! 


Title; ZENJI 

Publisher: :Ac1ivision 
Price: £9.95 ROM 

Players: 1/2 
Loading; N/A 

R0viBW9d by Pout Rixon 
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■ 


STAR RAIDERS II 


hls game’s predecessor 
needs JltUe introdue- 
tion - It was the laeLor 
tlial persuaded many people 
to buy Lhcir first Atari compu¬ 
ter and, over a decade later, is 
still widely regarded as the 
beat game of all time. Atari's 
foliow-up - The i^st starflgh- 
ter - was apparently In wide¬ 
spread Ulielt eireulatlfin before 
It was finally ofTielally released 
In i ^86. with the more ob¬ 
vious title STAR RAIDERS IL 
In Star Raiders humanltj^ 
was threalciicd bfy the e\1l 
T^ylon empire but your courage 
and skill helped to overcome 
the odds and led the Federa¬ 
tion to victory. Unfortunately, 


Title: STAR RAIDERS II 

Pubfisher: Atari Corp. 

Price: £14.95 ROM/Dtek 

Ployers: 1 
Loodina: N/A 

by Pout fifxan 


it seems that a few Zyloii war¬ 
riors who promised good be- 
ha\rLour were freed to re-settle 
on lhcir home planet, and 
have now decided to seek re¬ 
venge. Ttie Zylon Master Force 
is threatening to overrun Lbc 
solar system and the Federa- 
Uon have called upon the hot¬ 
test pilot around (yes, that’s 
youl) to fly the last Starfighter 
- Liberty Star - into combat. 
Your mission is to eliiiiiiiatc 
the entire fleet of Zylon light¬ 
ers and destroy the enemy’s 
bases. 

The battle 2one extends over 
two separate systems - Cclos 
rv, which you must defend, 
and Procj^con, which you 
should attack. A colourful sys¬ 
tem chart displays the posi¬ 
tions of the planets, space sta¬ 
tions and squadrons of Zylon 
lighters and allow^s you to 
'warp' to each location. If 
you’re in enemy territoiy you 
must carry out ground attacks 
oil Zylon bases to prevent 




them manufacturing addition¬ 
al squadrons. A keyboard 
press toggles your weapon be¬ 
tween laser cannon (for zap 
ping Zyion lighters into spare 
dust) and missile volleys, 
which are aimed using cross¬ 
hair target sights projected 
onto the scrolling landscape of 
the planet below. 

Stunning is the only way to 
describe the 3-D starscape 
graphics - theyTe even better 
than Ltic original game. 
However, long-term Star l^ald- 
ers enthusiasts have express¬ 
ed dlsappolntineiiL in the Li¬ 
berty Star's sluggish controls 


and the fact that Zylons are 
forced to virtually present 
themselv'cs for destruction. 
Experienced players have also 
complained that die scoring 
system doesn’t Incorporate the 
time taken to complete a mis¬ 
sion. It's good news for begin¬ 
ners though! 

Minor grumbles aside. Star 
Raider.s IT Is a worthy Succes¬ 
sor to a much celebrated mas¬ 
terpiece of software entertain¬ 
ment and, like Ihc original, 
should have pride of place in 
everyone’s collection. PAGE 6 
may still have some bargain- 
priced copies available.- 




POGOTRON 


n lesser S-bit micros, 
■ 9 POGOTRON is a game 

based upon the 
search for components of a 
space craft which Is needed to 
escape from an evil Guardian. 
You mlglit reasonably assume, 
therefore, that an Atari game 
with an identical name, re¬ 
leased by the same company 
and supplied with a similar 
inlay card could just possibly 
be a conversion from the other 
formats. Well, [’m Sony to say 
that it's notl This Pogotron Is, 
in fact, Paul Lay's Sprong with 
some subtle cosmetie surgery^ 
having removed all references 


to the original ULle. Although 
there is a small addenda in¬ 
side the cassette box explain¬ 
ing Lhc revised instructions, 
Qiere’s no reference to the ori¬ 
ginal source of tfic game. Pm, 
certainly not against rc-re¬ 
leases but this appears to be a 
blatant act of deception on the 
part oi Artronic, the likes of 
which hasn't occurred since 
Rtlte fobbed oCT Atari users 
with Hiue Thunder instead of 
Air Wolf. Be warn edl 
Sprung was first released 
during 1986 by Bignose Soft¬ 
ware (see review in PAGE 6 
issue 22) and subsequently by 


Red Rat following the demise 
of Bignose. It was Paul Lay's 
first commercially published 
achievement following some 
top-notch contributions to 
PAGE 6, and he has Indeed 
produced some excellent work 
since (check out the wonderful 
Munchy Madness in issue 
24!). Your objective in the 
game Is simply to guide a 
character on a pogo-stick 
through fifty action-packed 
screens, with the ultimate aim 
of retrieving a long lost golden- 
pogOr Travelling from left to 
light, you must tbne jumps to 
perfection in order to leap 
across Qic various platfonris 
and avoid a multitude of ob¬ 
stacles - raging fires, lava 
flows, taser beams, acid mdri 
and lightning to name but a 
sample. 

Tlie graphics have a cheerful 
cartoon theme widi bright and 
colonrh.]! sceneiy whilst the 
action is areompaiiled music¬ 


ally by a forgettable rendition 
of 'Danny Boy'. Despite first 
appearances, this is not an 
easy game. Sprong requites 
instant reflexes, Immaculate 
judgement and outstaiidtng 
perseverance. In short, Its the 
sort of semi-impossible chal¬ 
lenge that Flrefleet arid Side¬ 
winder addicts should greet 
with open arms! 

Don’t forget, If you already 
hav-e Sprong then buying 
Pogotron is a complete waste 
of time and money'. How^'e^^'er, If 
these names are new to you 
and you're looking for some¬ 
thing to test your skills of en¬ 
durance, this game should 
certainly be on the short-list. 

Title; POGOTRON 

Publisher: Oomebusteis (Artronic) 
Price; £2.96 

Players; 1 
Loading; 15’30" 

Reviewed by Paul Rixon 
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Ian Finlayson's 


TUTOtIM 

SUBROUTINES 


HOMEWORK 

HELPER 

I do not know how many ol you who read this magazine 
have children living at home, I have had letters from 
readers who have idenLitied themselves as being old age 
pensioners or youngsters, hut 1 have never had a letter from 
anyone who Itas admitted to being "father of live chtldrexi aged 
4 to sixteen" or anything like that. However I assume that at 
least some of you readers are, like me. fathers (and maybe one 
or two mothers as welll- You no doubt have a bit of concern, 
that the youngsters always seem to be playing games on the 
computer and never putting It to "scriotis" use. This makes file 
difflcult for two reasons - first we feel some sense of failure 
because after all we enjoo' making our computers work for us 
as wtII as playing Qte occasional game, and the reason for 
getting t)ie machine In the llrst place was to help the children 
become familiar with (computers ' wasn t If? Secondly there Is 
the problem of explaining to ones spouse why all that money 
has been spent on the computer (or software, disks, print 
ribbons, computer magazines etc.l as it only results in the 
youngsters playing games when they should he doing their 
homeworki! So we liave to be a bit eonstructive, 

THE PROBLEM 

I have had some success in persuading ray boys to do a litUe 
word processing and to use a graphics program to do drawings 
for CD'l’ homework, but this Is smaU stuff However a couple of 
months ago I had an opportunity which turned out really well, 
My younger son came home with a piece oJ homework which 
went as follows: 

"If the tetters A to Z are given uaiues J to 26Jind.J\ue ti»rds 
mhose letters odd up to 100 ejmetk;.'' 

The concept Is not dLlllcult to understand, but the impleme^ 
ntation by conventional pencil and paper is very laborious, 
particularly as most of the words you think of add up to 
anything but 100. it occurred to me straight away that this 
problem could be helped bj' using a short, program. Wiat we 
needed was for the coinpviter to calculate ihe addition for us. 

A quick analysis of the problem showed that the program 
would have to include the following steps: type in a word of 


variable lengtfi. spilt that word into its component letters, lake 
the value of each letter, work out the sum of all the letter 
values and save the word only if tlie total equals ejtactly 100,1 
did also think about the need to check the word for correct 
spelling, but I do not have a dictionary database or spell 
checker for my Atari so I did not pursue this thought any 
further. Anyhow 1 had to keep the programming requirement 
as simple as possible or the program would take longer Lo write 
than solving the problem by hand. 

THE SOLUTION 

The end result was the short listing printed here. 1^ me give 
a description of how it works. 

Line 30 - This sets up a DIMenslon for the wondfa) which are 
to be typed in. I have assumed that we will not need any words 
longer than 20 letters, but maybe someone can prove me 
TATXirlgf! 

Line 40 ensures that the string WORJ^i and the variable 
TOTAI- are both reset to nothing. 

Line 50 is where the word is typed in. 

Lines 60 to 90 form a For-Next loop which repeats for every 
letter in WORDS, 

Line 70 gets the value of each letter. It assumes that the word 
IS typed in capitals. For caplt,al letters the ASCII value of A Is 
65. B Is 66 and so on, so to get 1,2,3 instead of 65,66,67 we 
have to take the ASCII value minus 64. I had originally 
thought of setting up A=1;B=2:C=3:D=4,„. which would liave 
been rather untidy, so I was glad I remembered that letters 
have a sequence of values b>' which the computer recognises 
them, and It is easy to convert to the required values. 

¥.tTH> SO adds the value of ilie current letter to the total of ah 
letters so far. 

Line 90 is the end of tJie loop. 

Line lOO prints the value of the word on the screen so that 
you can see how close to 100 it is, This makes it easy to choose 
other words with different prefixes, suffixes, plurals and so on 
In an attempt to find the cjtact 100. 

Line 110 ' Eureka! If tfie score is exactly 100 this prints the 
word on your printer so you have a list of the correct words. If 
you don't Viave a printer change the LPRINT to ? and the word 
will be printed on screen so you can write It down. 

Line 120 - This returns to line 40 so that the next word can be 
entered. 

Once the program is typed in you can test it with the word 
"Spirited' which Is one of the many words you can find that 
score exactly 100. 

A BIT MORE POLISHED 

i- 

This little program is quite simple, but it Is vrhat you might 
call "quick and dirty", It did tliejob, but It was certainly not 
finished enougll to pass to a friend, so once the homework was 
done I sat down to polish it. I he longer listing shows the 
result, Vou can Immediately sec how the program has expan- 
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EX 1 REM 

^P1 2 REM # TUTORXAL SyBROUTXHE 2e « 

tfE 3 REM * HOmHORH « 

4 REM W bv -W 

i«_ fi REH * Ian Finiai^son * 

E® 6 REM »----« 


15 7 REM ^ MEH RTARI U5ER - Februarv 
EP « REM ««RKM » i i i i i i i i i i ifmnui i t|tttityifnmf)fi i i i imM 
MO 9 REM 

Fb bXH ipfflR®$f2e3 

TO 413 NORO$-"*»ETaTat--9 
MB XNPtlT >IORD$ 

H5 «« FOR LETTEB^i TO LtMtlWirbSl 

05 70 0aLIIE^A5C«M0R®$ (LETTER^ LETTERS > ~04 

MO 00 TOTAL = T^OTOL + VftLUE 

HL 90 MEItr LETTEB 

MS iOR ? TOTAL 

MV lie IF TQTOL^IOO THEM LPBXMT HORbO 
OK 120 &OTD 40 


ded - tills is U’pical of the expansion you get when you take a 
simple program that you have produced for your owti use and 
tiy^ to make It Ibolproof for use by others. Children in particu¬ 
lar will find a way of crashing your oarefLjlt>r nurtured program 
if they can. 

I wiU not go through this version line by line as 1 ha^-e 
Included plenty of REM statements to indicate what is going 
on, but in general Leons what I did was make tlie program 
more "user friendly'’. For instance 1 have made It accept upper 
□r lower case letters and give them the same value [A=a=I and 
so on), and it will not accept other keystrokes such a.s num¬ 
bers and punct.uaTlon marks. I have also tried to make it crash 
proof - the first listing will come up with an error if you hit 
retura without entering any letters and this has been trapped, 
as has the error which wnuld occur at line ItK}- If diere is no 
printer on line. 1 have not trapped the BREAK key to stop It 
crashing the program as this is Lfic only w^ay to exit from he 
program without switching Uie computer olT. 

TRAPPING ERRORS 

Perliaps 1 had better explain how cirors are trapped as [ don’t 
think Jt has come up in these tutorials before. A Trap is a 
means of protecting against events that would cause the (rom- 
puter to display an error message thus aborting the program 
that is currently running. Ttic trap is set by a statement like 
Ltiat in line lOb. TKji\F 210 means '"if an error occurs Jump to 
line 210". So in this case If the prlnLer is not switched on the 
LPRINT in line 110 causes an enw, the program jumps to line 
210 w^hich displays a message on the screen, waits for a key 
press and the Jumps back to- line 105 for another try. If there is 
no error the program executes fine 1 ]0 corrcclly and then in 
line 115 the trap is cancelled. Line numbers above 32707 are 
Illegal in Atari Basic and will turn the trap off. This allows 
different traps to be set in different places in the program 
depending on what errors are likely to occur* 

As 1 wTlte this article 1 am about to give the homework 
problem to a friend of mine who is a teacher at Windlcsliam 
House School so he can pass It to the boys in the computer 
club as a competition. We will see who can write the best 
program to help solve Uic homework answers to be submitted 
before New Atari User is published in xianuaT^lf 
If you fiavc experience of Lisingyour Atari to help witii home¬ 
work I would be most Interested to hear about it. 

Please write to: 

Ian Finlay son, 60, Rounds tone Crescent, 
East Preston, West Sussex. BN 16 IDg 


El L REM MRlfl l l l HHHifMHmfHl I lflfmtimJi MM MiKKKWH 


PI 2 RCM R ryTDRIAl- SUBROUTINE 29 « 
PH 3 REM H ttOM^HitRK REFIKED * 
L5 4 REM » by * 
ML 5 REM H FintatfSPA H 

ED fi ReH *-- ----ff 

IS 7 REM * MEN ATARi USER - Februarii 9iH 
ER A ftCM RUHRHMWWyKWRMKMMMMMR ■ ■ M-RKK It HH -H 
HD 9 REM 


FO Xe DIM MORpfTZ07 
TO 40 . ... . . 

IL 44 REH WMH H WJtMHHHHHHtTTfWWMMWTfMMHMHHMMM 
TRAP INPUT ERRORS 
LA 46 TRAP 200 

KJ 40 7 '^TYPE IN A UORD CUp to ZB Chanact 

ersJ" 

m $0 INPUT HOftOS 

M6 be FOR LETTER^! TO LENEH0RD6] 

PJ 70 OALUEisASe tH0RR^5€LETTER^LETTERJJ 
MT 71 OEH NitRlfitHWRmt l fMMH HI IW W .WM MWWW M W MH ii N: 
SNITCH OFF TRAP 
72 TRAP XjtAAA 

If 73 REH WW WWWWWW mtltMiCNKKHi ll HH i l - HMm i WI I Ifim 
CHECK A-2 DR a-E 

Gtl 74 IF CUALIIE<66 DR UALUE>9e3 AND CUALtI 
E<97 OR MAL1IE>1Z23 THEM 7 :? “LETTERS 
ONLY"t7 “TRV AfiAIN":GOTO 40 
U5 75 REM N lt KHl l KW HWWM H W m iMWWII W«W H »H N R|t i m 
CHANGE VALUE FOR UPPER AKD 
LOHER CASE 

XL 7G IF VALUE<9i THEN VALUE=UALUE-04 
50 77 IF UALUE>96 THEM UALUE=0ALUE-96 
HA ao TOTAL-TOTAL+VALUE 
HL 90 MEKT LETTER 

EH 95 ? “TOTAL Of LETTERS IH “M4PR09f“ 15 

11 ■ 
j 

IfS 100 ? TOTAL 

PA 1-02 REH WBHWimMMMMI t MMMM i mNN i twW H W HM H H W 
TRAP PRINTER ERRORS 
LA LOS TRAP 210 

MV 110 IF TDTAL=10B THEM LPRINT MORP6 
JT IIS TRAP 12000 
□K 120 GOTO 40 

HU 199 REH WHIt W MKHH HIIII K I IM R WH N NNMNi t HPHt i H i R 
TRAPPED INPUT ERROR 

GH 200 2 “NO^ PLEASE TYPE A MOflD“tGOTO 40 
TZ 209 REM W MW MMMM MM MM WI i HHMNHHwNl i- Mll lt HH ilH 
TRAPPED PRINTER ERROR 
MH 210 ? “ERROR - CHECK PRlRtER 15 OH LIR 
E THEN PRESS ANY KEY“ f OPEH Ml, 4 i 0 «'^K [ “ 
SGET KEYPRESS t CLOSE til S GOTO 105 

EK 220 OPEN »1j 4.0,"K:“SGET CLOSE Rl 

SGOTO 48 


Listing 1 top left - Listing 2 above 


A TTENTION XUXE and ST USERS! 


t. Mega REMOTE CONTROL JOYSTICK SYSTEM for YOUR compuun 

Hd iBBds, ao loot range! Centrol your ecumput-Br from the comfort ol y^yr fpwsLrtHC 
BrmchBir^ Syllable lor eny OCmpulB-r Ihit uebs the Atari conflgurpllcn j^ysllck 
ST.'XUHE/AMIGA C64 etc. 

WAS £24.99 - NOW AN UNREPEATABLE 
BARGAIN AT ONLY £14.99 (plus £3 P&P) 

SUPERIOR SOFTWARE FOR THE ATARI XUXE 

KASS-KOPY: cofiiEB commefelal cassette gamfri plys fast load apfion’ ^.53 (CJ 
PROGRAMMERS PACK: all ttfee Utilities n6«ded to prodoce XUXE gamBBi (Di 
COPYIST: compllallon dl-Sk ef USelUl e*py utriitiieE and miich mare: Ca.^S (D) 

Orders aver £25.00 - claini your FREE XLi'XE game i/MOrth at laast C9.BS bom: 
Diac - 20RK III, $U$PEN0EC, ATARI PAINT. 22fb BAKER STREET, 
GEMSTONE WARRIOR, TRIVIAL PURSUIT 

IM IHE EVENT TtiAT UEMAND OUTSTRIPS STOCKS. AM ALTERNATIVE WILL SE SthfT 


Maki orders payable lo SOFTSCAN. Pteaae add £1.00 lo aoftwafe orders l^r P4P 
Cheques*POs \ 0 : SOFTSCAN, PO BOX 84, HEREFORD HR4 9YU 
AcC03a,>'Vi5e orders: Telephor# 0432 50036 
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PERFECT 

PRINTER? 


haw saved at least £1S 
hy not buying what was 
the cheapest third-party 
interfacet 


T 


Dennis Fogerty weighs 
up cost and features 
and selects a low cost 
printer that seems to 
have everything 


I n Issue 42 Ian Finlayson stated that, 
in Lis opinion, a printer is even more 
important than a disk drive in in¬ 
creasing the iiseftilness of a computer 
Now, after owning a printer for several 
months, 1 can echo his words [aithough a 
disk drive certainly speeds things npl), I 
also wonder why 1 hesitated so long pon¬ 
dering over hie specifications of this and 
that niachine. The cmx of my indecision 
was one question - is the cheapest 
machine inferior to tJie middle-priced 
ones or in any way more unreliahle? After 
all, I only wanted it to print a few words, 
some figures and perhaps some graphics, 

I knew how much I could afford to 
spend but which printer should it be? 

With so many makes and types on the 
market the problem of making the riglit 
choice seemed unsurmountable. Owing 
to the amount of heart/pamphlet/pock¬ 
et-searching I went through 1 decided to 
write this article and hopefully help 
others who are also undecided- 
My printer was required solely for home 
use, A\1ntage 800XL, cassette recorder 
and iOfjO Disk Drive has given sterling 
serviee but, expanding into databases, 
spreadsheets and graphics, it became 
obvious a printed! record was necessarj'. I 
took the plunge and ordered the cheapest 
maclllne on the present-day market: a 
9-pjn Citizen 120-D. taut I do admit to 
wondering if 1 was being penny wise, 
pound foolish. Points in its favour were a 
2-year maker s guarantee and it was 
made in Britain, 

I had already purcliased the neces¬ 
sary, or so I thought, serial Inter¬ 
lace, And tfiat was my only mistake. 
Wlien the 120-D arrived the Owner’s 
Manual informed me that an optional 
slot.-in serial interface is available. 

Curses! Since then I havn seen this 
model advertised as a standard parallel 
for £108 or, with aerial interface, for 
£124, both plus VAT of course. So I could 


he manual Is ring- 
bound. very cxnti- 
prehenslve and 
pleasantly free of the 
usual Japanese/Engllsh 
idioms, "rhe illustration 
showing location of the 
ribbon in the print head 
is the only obscure item. 

It took me two attempts 
to get that correct, 

'l\vo prUiter self-tests are 
built Into the machine 
and output is dependent 
on seleelion of the Epson 
FX character set or the 
IBM Graphics Printer 
Character set. Either can 
be produced by dip- 
switches, One test prints all the 120-D 
characters and. at 120 characters per 
second (Dralt). it doesn’t take long! 
Secondly, there is a maintenance self¬ 
test wlriich prints rows of the letter H as 
an alignment check. 'I’he Epson FX con¬ 
figuration was my obvious choice and 
both trials ran beautiiully. 

Dip switches also select International 
characters of 9 dillerent countries. The 
English set I found especially useful for 
financial papers because die Hash key 
becomes the pound sterling symbol o-n 
printout. Switches are under a sliding 
cover in front of the ribbon cartridge, but 
the manual only mentions that tlie inter¬ 
face pulls out for access to the switches. 
This can be done of course, but the cover 
provides quicker access and must save 
wear on the Interface contacts, I assume 
provision of the slide cover to be more 
recent than the Manual puljlication. 

For the bcgiiuier there are numeroiis 
short llstingji in Microsoft BASIC which, 
luckily for me, requires little alteration to 
run in Atari BASIC, Some 27 pages on 
printing text covers at least 15 fonts 
ranging from Letter Quality to Reverse 
Print, Listings are also given for Under¬ 
lining, Subscripts and Superscript s. I ex¬ 
perimented with at least eigiu fonts and 
all worked as planned. Page format in¬ 
cluding variable line spacing and mar¬ 
gins follows, and tabulation Is dealt with 



In depth. For the quick printout (setter 
Quality. Pica, Italic, ?:mphaslsed and Re¬ 
duced can each be selected with touch- 
switches on the front pajtel. 

G raphics, and ereation of unusual 
characters, really puts the 
machine though its paces, taut re¬ 
quires advanced programming know¬ 
ledge. Personally I take the easy way out 
by using commercial and Public Domain 
software, Howe\'er, if you are into acieii- 
tillc symbols or even ibrelgji language 
characters the information is there, all 
you need is practice. A de-bugging HEX 
Dump facility only requires two key¬ 
presses during switch on. Not only does 
it print the HEX value of every code taut 
also the character, or control code, for 
each value and, in addition, prints an 
abbreviation of eacll control code. 

Both a tractor feed for sprocket-fed fan- 
fold paper and a single-sheet platform 
with adjustable end stops Is supplied 
Unfortunately the tractor has to be re¬ 
moved every time you use single sheets, 
but it is such a doddle it presents no 
problem. Citizen claim a print head life of 
some 100 million characters and replace- 
mejit without the use of tools. It should 
be some time before I put that to the test. 

I believe in giving any new' machine a 
hard initial life. My theory- being that this 
must show up any faults. Unwittingly I 
added to this theory by insetting some 
paper too far to the left resulting In the 
sheet catching on the casing and almost 
screwing up into a ball before i could 
switch-off. At other times, because I 
progranimed incomeeL control codes, the 
print head and platen, (the cylinder 
which feeds the paper), went berserk. 
Such tilings happened more than once 
but, once corrected, the machine func¬ 
tioned perfectly so even though budget- 
priced it is obviously quite idiot-prooll 

y this time you may be asking but 
Ink what's the final printout like? 

Admittedly Draft (I20c.p.s] is 
rather dotty but more than adequate for 
copies. Letter Quality (20 c.p.sl is excel¬ 
lent, and If used in conjuclioii with Page 
6's Public Domain software, such as 
Daisy Dot 11, it can equal any top qualtlw 
commercial printing. 

So, if you are contemplating buying a 
cheap, first-time printer don’t hesitate! 


Pespiie be(]ig one o f the 
cheapest printers aroutid 
the Citizen 120D Is a top 
cioss peijbmier arid has 
been highly recommended 
by almost eueryone ic»lio 
ItO-s used ft 
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THE ACCESSORY SHOP 


ISSUE 48 


I BARGAIN 
BOOKS 


Rooks for the Atari S-bit computers are auw becoming very difficult io obtain with almost 
ail the Compute! tities now out of print so we are very pleased to have been able to secure a 
supply of some of the early British hooks covering the XLfXE range. Don’t be put off by the 
low prices, we are only passing along the enormous Mvwjfj we have been able to obtain. All 
these books are broad new and most are shrink wrapped so you will find them of top 
gaality. If you are interested in programming with your Atari almost all of these hooks will 
help in some way and at these prices you can afford to experiment! 

Please n&te Ehal because qI ||m high cost Df bbolcE onders wiFI My be scoept^tf 

il the E1.Q& Cherge shown isn 6ur order form Is included. 




hi 

qif4:;>Y'^i n> 


Pubtish^d piici^ £7.95 

OUR PRICE £3.00 


THE 130XE HANDBOOK 

A pre^r^iiiiiiing bemk wJrkh 4 -h3vit!e not th*^ 
mecJiJne inrniicincd In iLc iiilv bur el^ tUm 

iiiiil 4,Nirlicr medelH. I'h^^ bouk will lukt- ytm 
from; I he Tir^l sfepfi la prAj^rjimminK up bi wriling 
f?cripd. hlniriurid profilirjmK. flnt- chapier i% Ji^v^irctF te 
the Miiinii cupabttllle^ ckF thi- XL' X E with il^twils of the 
aopuiieI s.hip iiseir allsiwin^ t^ou to create iiirkr^,' i^unds 
Ihiin hi nurmeily p«ssiblc with Baj^ii:. l-Nuir chapter 
cHjirer KraphicH Ineludine Dksplar lAni iirtiKrammliaR, 
I'^hiycT MIsaLIc t-SrupbicH and redtftlnin}' characleriiv 
■| lucre arc c^tenKivc append Ice^^ L-H3%erinH l^afi-le cijiii- 
mand^. ErriH- cvide>i. »»und ami ^r^plik^ rcfertfiicEK. 
and much iiiiKre, An idc-eJ cuiiipikniEtn for nnvJcK :iiieI 
mtcrmedfaiii pmig rammers. 



Ptibiiiht'd price £!4 .95 

OUR PRICE £2.00 


ATARI GAMES 
& RECREATIONS 

An Amerieiin hiKfk aimed at the nuvJce prRPKrummer 
that take* ynju thmURh fj'iim the first ^^tepK in pullia^ 
samelhEEiK hui the screen Isi w'ririnj> ytiur u wn K^mes 
H'ilh the emphasis Aim imprcivpng. your rirsl eITr.hrtH 
Ihrsniji^hsnit, Ilicfe Js coverage of Kniphic^ and 

.■sukund u-nd some estceUc^nt appendices eAiv^^'Tinu Error 
Messages and what Ieh rfy when they appear plus a 
ciimplcic guide In all thc Atai'l hajsk- keywords. .4 
KTMkd book fiir c:hililrcn to learn wtEh Air for I host whsi 
■wnnl Io take ihe first slcp^ fn pni.igrnmminf[ sinewing 
that an^rone ean write I heir Aiwn Kamels. 



Pubiiihed price £K.95 

OUR PRICE £200 


MICRO ENQUIRER 

A large rnrnuif biKjk I hat crtver* rhe world uf mivTiks; 
in generaJ wiih some spetilic Atari seetloiiLs. 11^ hHiok 
contains a Im of w^orlhw^hile buckgreund liinirmation 
on honte E:AiTnpuling and i* ideal for those w-hii arc 
rcccnl cAiiivertsor wim want Io expand dieir general 
knowledgi! nr TOmputtrs. IE covers all *lm-Ls nf lopics 
including languages, hulleiin boards, CAJJ, Data Pro- 
ccssliig, Printers, ArtEncijd Inlelligence and much 
more. I here arc a. feMr Atstri spcciric prEkgrams Io 
lllusirate variou?( EJimecpts bul generally this book will 
fnllil a need to kiiEm m^a-c about the world of com- 
puEing in general. I^urge fornut with over p:^es. 



PiibHshed price £S,9S 

OUR PRICE £1.50 


WRITING STRATEGY GAMES 

Iryioi ainc fed up with simple dreade- styte games hut 
nre not SUrc Lif thn madhs reC|Uired in writing 'IhInk¬ 
ing’ games Jlket-hc^s here Js a hEHik that ^^lll help .^aiii 
olH, To write games of strategy requires not nrtty a 
know ledge nf programutJjtg hut also of eei-Liin mathe¬ 
matical and coding techiiiEpn^K. This buioJi is pEii-hcd at 
an Inlermediate level, atsnming that you jlrea.dv 
know si¥rnA.- A lari Bajiie. Vl^ich inc code pnjgrjimmers 
are: alsEN ratered for wilh mooy hlnls eeo Iiehw to modify 
the rnntincs. The hAiENk mvers the pritgramming 
thetkry behind iniclligeni games before mriiving on Io 
prae-Eicol examples «r setting up a che-^s hwiard, mov ¬ 
ing pi^Tcs and playing through. There arc sample 
giimcs for droughl.s, chess and ^jtlier strategy games. 


EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

This hfH'jk went oiil of print A year¥ ngo and we have 
been wenrA-hing for a repinrAfim'nE ever since. We arc 
absL'Hlotely d-clightcd to- tiave Foond more stEHrJi* Ekf one 
of the best beginner's liEHikfi ever published, fiver I he 
pa.*l i-AinpIc of years w liennicr someoue Itj* phEtned 
for SI beginners bo4Pk nn prutgrammln^f we have 
iiilviscd then to fry and nod a second hand copy of 
ihis booh - J30W ynau A,im buy it OEice iigiiin, brand newt 
lly ihc end of tUis iHHkh youil be writing your own 
pnkgrams, including those with full grjiphies and 
viiund. 


--i 



OUR PRICE £5.95 


INSIDE ATARI BASIC 


Hack again hut Ekniy for a short time] The last tijiie we- 
ckfTered ihJs UMd'iil little reference guide to wrlling kau 
Finjl Basic prugrams it sold fpuE very tiuickly and w* 
had Io refuiiiiJ: mskny orders. Neiw we have a few niEkre 
■copies bul Hinly a few so If iipu w ere- disappAilnled Iu*e 
time icy again and you may the- lucky. LasI ehauce] 



SPECIAL PURCHASE 


OUR PRICE £2.50 


BESTOFlilWSOFTIIIIffi 

In I he early days Persihnjd Computer Wthrld magazine 
|]iiiili*lied some exeellent prc^raniN fPr Ehe Atari in its 
hack pages and. iikeliid4.;d some of the iiukst significant 
discoveries of Elie Eiimc-, Here Is a LEhlleetichn of n^ny spf 
I hose prARgi'aniLS ranging from gat¥ke* In uti liEics pre- 
ifenled In type-'iii frinTint. Moc^l ol'thEi prEigramrs are 
^■^0plained .SEk yuu run learn fcApm them ond they ace ull 
rcasojiably shirrE w you can lype them in quickly. The 
book conclude* wiih an inlerestiiig Nclccikm of H Inf* 
and Tip* iVir pmkgrumming und akri includes a ruulinc 
by long time f AfjE 6 ccriktrilml I hr Paul Lay Sip It mo!^ 
he gijikd] 



FuMiahed price £5.95 

OUR PRICE £1.50 


ATARI ADVENTURES 

An excelleiil bunk written by advent ore expert Tony 
Bridges tihVHring adventureh in gi^neral and showing 
how yiku Vjin write youc nw-n a£lventures on the .Atari, 
This tHiEhk ha^ in fact foniked (he basis fof sepiih; Ehfthc 
adventure listings thal have been publbhefl in PACiK 
0. ‘l ihny will lake you Ehrihiigb examples of LiiTnm^.-rn'iol 
adventures with lol* Ehf bjickgnmnd to all dilTercnt 
types nf adventure and I hen show you^nm idl these 
illea* can be pul lugeibcr in your very uwn adventure. 
I here ixa playable mlwniure 1 Isl I ng called I hc Kyc 
rrf' The Star Warriur if.k you JusI hnw il all comes 
logethcr. EveryIhing yrpu need to kmjw eu wrilc your 
adventure. 


[mmittlJVM 

I 





Published pric^ £5.95 

OUR PRICE £190 
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Atari haue had produced some real classics to allow you to use your XL/XE Jor education or 
pJay, Here is a selection oj the very best that lijiil shotu yott /U5t hoLU uersafiJe your niarntac ls. 
Sonic of these tales hauc not been available for some time and all are top qaaiity programs to 
bring yoa/un and excitement with your Atari, Serious or Just have fun? Ws ail here, 

ALL ROM CARTRIDGES WILL PLAY ON ANY XL/XE SYSTEM 
INCLUDING THE XE GAMES SYSTEM 


JUGGLES RAINBOW 


A first cs>mpuU^r leans Inf; ?xpErlcrce for ctiildrtjn 
apeil ttN fr Ihdl teachfls Iht runcepts tsf atwsvc, bdou^ 
le+l and ri^lll pluil lElter recctfinifion allowini^ iJie child 
lu en|o;^ |«atrnmp, with colour^ and music and j(a 
lhc>' t:an ereaCC and play 


OUR PRICE £5.95 



SPECIAL OITER - PURCHASE BOTH 
JUGGINS programs for JUST £9.95 


CASSETTE 

ONLY 



STAR RAIDERS 


Nolhing ne«dv Lu hc said - v«L«i ihe best compulcr 
game all Lime and still mure pla^abl^ thaci altnosT 
evEry ftame (hat has fu-llowed. Destnij- a] I Zylon ships. 
IhroughouT thi galaxy ^ checlt hmK rang.t SCanS| duck 
at siarbasiw fur refuellin^^ warp to dificrEnL sitLors 
and all Lhe time check the galaclic cbarLs for Z>'lnn 
uLI;ack. Very few have made it tu Cummander kvd. 
The Clai^sic uri&lnal al a Jjreat price- KEquircst 
kEvhuard, 


ROM 

CARTRIDGE 


Normally £9,95 

OUR PRICE £5.95 



CAVERNS OF MARS 


Wlftnter of one of the first Atari pru^rammin>^ cum- 
petitinn^, LtiLs was ore of the firs^ verticaJ seriillers 
and remains a much after orii^dal game- 

Descend Thmugh the cavernsavuiding mines and 
picking lip fuel. Highli plJivable and addictive, onlv 
one or Iwu have made it to Ihe bntlum of the cavern 
Eo discover the seerel that awaits them. 


ROM 

CARTRIDGE 


limited suppues 

OUR PRICE £6.95 



SUPER 

BREAKOUT 


Breakodi waft Ehe original simple Yel lolally addictive 
game a nd I his enhance vunskm will I prc^vide even 
more addictive fun. Several ^aTiatluns on the haHc 
theme are available for one L« four players (up to B on 
the NOTE ikat ikh tv^tairen puddk 

aantnfUeftr 


ROM 

CARTRIDGE 


Normally £9.95 

OUR PRICE £3.95 


JUGGLES HOUSE 


Another for J lo 6 year olds teaching the codcepts of 
inside, oLHsWe, upper and lower with Juggles'^ Huuse 
and Toy Shelf, each game alsn IndLides a ' playground' 
where children can try oul these new ideals for them- 
selves. 


OUR PRICE £5.95 



SPECIAL OFFER ■ PURCHASE BOTH JUG¬ 
GLES PROGRAMS FOR JUST £9.95 


CASSETTE 

ONLY 


MISSILE COMMAND 


Another the all-time dasslc arcade game.s that haft 
you defending cdies from missile attack. Command 
the defence guns; as enemy missiles rain down from 
space tu attack your cities. Laler smart miasiles and 
fHimberS will appear making Ihe aetkm more and 
more frantic. Fur one or iwo players. 


Normally £14,95 

OUR PRICE £5.95 



ROM 

CARTRIDGE 


STAR RAIDERS II 


Disk version irf this follow up to the grestert computer 
game- Vour misskiu is tEn pilot the hohes^t fighler In 
the Kalflxy - the 1 iberty Star - tudeslroy the entire 
Zylon Master Force. Vour weapons are: Pnixe Lasers, 
Ion CannurtK and Surface Star Bursts. Warp belwecn 
twu systems, protecting friendly base:^ whilst dropping 
Star Bursts on the enemy. More great actum from 
where Star Ralderft left off. 


Normally £14.95 

OUR PRICE £5.95 



DISK 

VERSION 


TENNIS 


Great xpurts fun either against (he cumpoler or 
another player^ jiingles or dmibles. Forehand.^ and 
backhands, driving approach shots, angled volleysp 
overhead smashes and tricky lobs - tlwy are all here. 
You conlroS your position nn ibe couri and where you 
want to hii the ball. The el^lronk senrehoard dis 
playii the results. All the action w iihuut the sweatl 


Normally £12,95 

OUR PRICE £6.95 



ROM 

CARTRIDGE 
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PENGO 


ROM 

CARTRIDGE 


You've ju§t laucleri in ADlunticfl. Vuiir is to 

hdt> PKNCO, IhL^ peilgulllpfighl kiilcr SNO-BEKS m 

a ballidiLld ur ijIcKkK. Just US in llie arcud^ jjamt. 

PENGO must crush or freeze (hf 4«iadly cn-ulures 
bercre they dcsEru.y him. 1 he faster he dears them 
out, the iiiore paint'i yiNu wini An original ^amc thul 
v; requires s litii*-' mure thought than ihe standard blast 
i'em up. Fur one ur two players- 

- Nonnaily £12,95 

OUR PRICE £6.95 


MILLIPEDE 


Centipede ^us the original., thi±i is ihe enhanced und 
faster version in whkh the bug avoids the hugs! 
Creepy erawlies like Jumping spiders. hu^itLng bees 
huuni'iRg beetles, mosquitc^es. dra^onllies, inehwor ms 
and earwigs add ttt Ihe fun. Yoirve gnt tu blast fasi lo 
gel rid Iff them, l-ses joystick or traekbaLlr 


Normally £12,95 

OUR PRICE £6.95 



ROM 

CARTRIDGE 





ROM 

CARTRIDGE 


MOON PATROL 

^ V«ur be^t; Sector Niuei hnme of the rougheHC tough- 
jest (hu^s in the galaxy. Voo have Ihe Tinesl putroi ear 
-on Ihe f«rct% eumplete with anii-gravity jump buttons 
and laser bullets, but you’ll need more than a hert ear 
in Ihe rough terrain of Sciior NinCr Blast UFOs. Leap 
^over landmines. l>emollsln tanks and jump huge cra- 
-tEFs and moon rocks - just tu survive. Great 30 
graphics and gmrd music add to the enjciymeilt of this 
f addictive arcade cciflversion. 

Normally £12,95 

OUR PRICE £6.95 


MUSIC PAINTER 


An exciting eduraliujial program that helps lu teach 
music hy using colours instead nf nates. Change the 
Fifteen supplied songs lu t'Eaturr different inslrnments, 
make the notes longer ur shorter or transcribe yuur 
own songs- Nu muaical knowledge required to make 
vmir uwn great inusic. <;hiLdren or adults alike will 
get great satisfaction from being abi* tn create their 
very -own music. 


OUR PRICE £7.95 



ROM 

CARTRIDGE 


SKYWHfTBI 



ROM 

CARTRIDGE 


SKYWRITER 


.A learrtirig game for children from 6 lo 14 thal helpis 
to expand vncahularlcs by teaching eompemnd words. 
Whilsl flying Ihniugh (he clmid^i the player has to 
select two root words thal izan be liinhed togelher tn 
match the definitkin given. Sky Writer teaches basic 
word slroeture and downs trf new definitions as well 
as spelling and reading skills 


Normally £12,95 

OUR PRICE £5.95 


TOUCH TYPING 

Everyone who uses a compuler needs lo brush up un 
their typing and now you can Iriru to type like a 
professional typLsI wiih Ihis complete tutorial. Touch 
Typing presents a self paced, methud uf learning by 
leltiuK you practice typins letters, senlences and para- 
^^ruphs. The computer determines words per minute, 
number of ernirs and your weak points. Random 
sentences are generated to drill you in those areas. 
Contains two cassettes and Instruction manual. 

Previously £19,95. 

OUR PRICE £4.95 



CASSETTE 

ONLY 



ROM 

CARTRIDGE 


MICROSOFT 
BASIC II 

Now you con use the industry standard Basie on your 
Atari. An ideal purchase for owner^f who have lenrnt 
to program on other machines. Includes Into pa^jc 
manual and extrndrd features for disk drive owners. 
(t':an he used wllb c^S^tteU 

Normally £19,95 

OUR PRICE £11.95 


TYPO ATTACK 




A typing trainer based on the Space Invaders ctmeept 
in which yOU honc up yoor typing skills hy hlaxling 
falhiig letleris- An enjoyable way tn Learn that will 
quickly enable you to recognise the keys wUliOUt 
having to look at the keyboard. 


Normally £12,95 

OUR PRICE £6.95 



ROM 

CARTRIDGE 



DISK 

ONLY 


SILENT BUTLER 


the all nmnd personal nuance planner that keeps 
traek uf three bank accuunts^ maintains inct^me re- 
eor-ds, reminds yon erf blrthdaysK anniversarlev and 
Important dates and generally keep« you up to date 
on your fiEianclal status^ 


OUR PRICE £6.95 


HOME FILING MANAGER/PAY OFF 

disk only 

The Hume Filing Mana 4 -cr record keeping system thal simulales index cards on 
yoiiir Alari^ keeps track of almost anything togelher with The Pay-Off Adven- 
tyre - ytmr chance to sample an advenlure In claxsie style. This two di-sk set alsu 
includes some lop claxs graphics demos. 

SPECIAL PRICE - ONLY £l 
WHEN PURCHASING ANY OTHER ITEM 
AVAiiABLE om mw m: purchase of other sorrwAfff 
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More software for your added enjoyment ranging from adventures to arcade games and serious 
software. Check out Visiealc - we only have a few copies left! 


PIRATE ADVENTURE 

ho and ^ hultlc of rum Yfiu'll nm-t up with tlMr pirate aiKi hifs datTv 

blrii alOrt^ with Iisan^i' strangE m you a^ttempl to from vour Luiitiun flJt 

to I'rea.-^urE Island, t.'an you reCuver Long .lohn Jiilvcr’s lost Irfi^LSUres? Hsppv 1 
saiiLuj; matey. Scotl A4arm tlruptik- Adventure 1^2 brings you a ?^|iperb tlcKin- 
n^r's level xidveniure cumpkele wilh griiphics nnci icieol tnr oil uges 

Original price £19.95 

S OUR PRICE £7.95 


VOODOO CASTLE 

The Count of Mcmte Cristo reposes in a coflin in his musty tastle, awaiting an 
able assist I'rum you to remove the eurse that binds him ID non-Life, Ih he down 
fur the Couni for gmKlj eh eon yuu help? Crather your rahbit\ fiKifand prepare 
to step ihnsiiKh the purtai of Voodoo c^stie^ Seott Adams Crraphk .Adventure #4 
is a MiHlerjile level adventure ideui fur thuee who have had a littlE experk-oee. 

Original price £19,95 

S our price £7.95 

THE COUNT 

Whcn''s the last time you jiwnko in un unlique- brass bed in s dunk^ dEHuLate 
castle? If your is never" you’^ve come to the rl^ht pluL-eS This 

marvellENUH (iuthk Adventure will escori vina into Iht weird ling ^orld of a 
eerluin well-knownTransyiv^nian oiunt^ Seutt Adams <rraphbC Adventure #5 i£ a 
Moderate levei adventure ideal fur those who have hud u little experience. 

Original price £19.95 

ONLY OUR PRICE £7.95 


STRANGE ODYSSEY 

At the galaxy's rim^ there are rewards apJenly to be harvested from g lung-dead 
alien eivili/ation. Eabiilou-^ treasures ... advanced technoh>gieK far beyond human 
keEl .., All this and more awaits the brave galactic Advenlurer. But will you he 
able to recuver the wealth and return home? Prepare yourself for a Strange 
thiyssey! Scotl Adam;? Oaphie AdvEnLure#6 Isa Moderate level adventure. 

Original price £19.95 ' 

oS our price £7.95 

VISICALC 

I tie Wi'urld fumOLiS Vlskalc spr^dsheet uvuilabie for your Atari, Visicale will 
take care of all o-f your spreadxheel requirements with ail Ihe arithmetk~al 
ftinctipos you aiuld want uii a Spread sheet I hat is eE»Jumus wide by 25J rows 
deep. .All majur spreadsheet flinciLons are supported ond the prnpiyam even ' 

allows split viewing windows. Prieed Ol £159.95 whEn first released 1 

SSI'y our price £11.95 


TIMEWISE 

Why not use your Atari as an electronic diary? Timewise allows you to keep 
track of aB yunr appointments and impurLant dales on a daiiy» mE»n[hly ur 
yearly basis, >'ow yoiu can dispeilse wilh your diary and let yuur Atari do the 
work. IF you have a printer Tlmewi.se aJluws you tu priril out the infENrcnatiEm in 
a variety of ways. 

Originally £22.99 

^^Tly our price £7.95 

PLANETARIUM 

Pun ur education? Both really in this faseiiiatiikg look at the heavens. Over 12flH} 
stars, 8S cnnsfiellutwinsH [he suiur system and mure than 3IH1 dec-p-sky ohject-s are 
depleted in this program that aLhnwsyuu tu view the universer Vou nan make 
stellar and planetary mapsn ^ludy eelap«e«f, learn about latitude and lungitude 
and Tnuch mEwe. 

1050 DRIVE ONLY JS/ormally £16.95 

Pl&asestate wtieriordefir»g H iq DDII^C CC QCi 

ytHj have a US Doubler limed t/Utt KnlVC TLOmUD 


PROOFREADER , 

Users nf Atariwriter wiB be delighted with this, the long lost spelling chcckirr fur 
[he At&riwriter cartridge! Pruofreader may be loaded alon^^idE Ata.riwriter to 
give you instanl access 10 a dictionary orjihHUtHi words. If thai is nor eoEkugh yENu 
can add yOur OWn words as yem go. Errors are highlighted on sercen fur 
currecBon. unusual words can be saved and you can hH:ilc up Spellings. 

S OUR price £5.95 

HARDBALL 

American League hasEbali at it^s very besi, A highly reEurded game ■ check out 
the review in Issue 45 ‘THE besI sports simuJatkin un the Atari', l ook over the 
pileherx shuulder as he throws Ihe hall lo the wailing trio of halter* rateher aild 
umpire. In HardHull you can hiL run. steak hlunl and dive, ehange the fielders 
and do everylhintt you can do in the real game. Fur une or two players, 

Normally £14.95 

ca.SS'dqe our price £7.95 


ARCHON 

A chess'^based game with Ihe forccii of Light and l>ark doing battle on each 
square. Cast spells and missiles ID gain squares and climinale your opponents 
pie^'es. Vour magic rises and ebbs wiih ihe board's luminosity cycle- As Ihe lighl 
ehanges. SO does your powcT. You musi race againsl time and ust your strength 
elTeetively- A truly EHiKinal game lhaf is dinicult tL* explain. One or two piny erst 

Normally £14.95 

CARTRIDGE OUR PRICE £7.95 

MACRO ASSEMBLER 

The Macro Assembler will allow you ID create your own muehine language 
games and upplieatioiis five limes fasler than with the Assembler Editor 
earl ridge and It can uss^mble as many US 1600 symbol delinilions with nu liiVlil 
on program si/e. \uu ean duplicate code, optionally assemble eiide iind inodU’ 
tarise your program. A Pri>grani-'Tixl Kditu-r is ineluded. 

Normally £19.95 

' SS'y our price £7.95 


BASIC CARTRIDGE 

Why would you want a Basic Cartridge when Bask ts already built In to your 
machine? Well sEme programs, especially early public domain programs 

wim’t run uu the XL''XE hut they will if you plug in |he aid version of Basic. 

Much more convenien[ than having to bool in theuld Basik from disk and, at 
this prke.| worth having Just as a backup/ 

oart'STdqe our price £3.95 
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POLE POSITION 

Tht ultra-ri3alwli4r graphics and ^iCKJnds of Ihe Gruncl Vr\\ i-splodL^ inLu yirar 

Living rfneiii m IhiN ctnnputur vtniirm r>f the tlassk arcade hLt. Cumplelt a lap In 
qualifying Ilmen then lake uil the Fuji raLe-way and I'nmpcILnjt driiers in a high 
spci^d raee. < Jne uF |he all lime classics. 

Normally £22.95 

, CAR^GE OUR PRICE £6.95 


GALAXIAN 

Am»ther arcadE eimvEr^iun (hat retains all of (he addictiveneiis of Hie uriginal 
and still slandh as one uf Ihe all time ela.Nsies. the galaxlans as ihey advance 

in formation and peel ofTio allack. With one ur two playeri^ and 10 Kkill Levels 
you'll he entertained fora long time. Includes an easy oplkni for bei'iniien. 

Normally £12.95 

CART™ GE OUR PRICE £6.95 

PACMAN 

Surely nne nf fhe he^f knuu'n games? Guide your happy litLte Pat^mufi Lhniuj^h 
the rtta/e gubblina. up dels and FruiL^ while avnicling the ghosts, Crsln a bonu^ 
Pac^fa^ every 10.000 pointsas you radk up the Nctarc. Simple, ^[dourful, 
addietive and ctnupellLug. A classic gamer 

c*r'¥?.^;,ge sold out 

U.S. FOOTBALL 

American N^nthall is npw a big cra^ie In this country and you can now play at 
humc. Uulsmarl Ihe defence, pa:HN with amaxLngaccuracy^ run with speed and 
agility, make tackles, seleci oDensive and defensive plays and mure. Vuu can 
take on the eumputer in a practice game or ehallefige a ftiend to a drauialic 
video bowl game of yuur uwn in a packed stadium. All the thrill?; tf the gridiron. 

Normally £12.95 

CART™ GE our price £6.95 

JOUST 

Ehin yuur helmet and htthii ymir lance and climb aboard an ostrich in ihJs 
unusual arcade gdmct Du baltic with the evil Hu^rard Kiders in deep space. 
Pterodnclyh to the righi of you, alien eggs lu the IcD, yuu must learn to fly su 
thal ynu wun’T diu^ nu very far from home. AIL the arcade thrills fur one or two 
players. 

Normally £12.95 

qart°r”ge our price £6.95 

RESCUE ON FRACTALUS 

Ash old hands what was une tf the beirt games ever for the Aiari and a gtaid 
pruportioil of IlLem will say Rescue un Fractalus. This jijame fmm Luca^lm set 
new slandards in computer games cuEnbining a space flight NimuLutor wiib a 
rescue mLssiun. l^upEr^ ever changing, 3-P scenery as you fly Ihruugb the 
mouiltains to laud uii the plane! and rescue Ktranded pikvtH. 

Normally £14.95 

CART™GE OUR PRICE £6.95 

BALLBLAZER 

Aouther fnsm tAucii-^nim, ihts top quallly splkl screen game tahtt place in a 
arena uFtbe Future. \^iu are strapped into a Kolofoil fiovercraft-ilke 
vehicle that skims over I he surface of the playtkld at Sit metres; per seei^nd. I'he 
olijec-f LH >vimplE, juHt release your Plasmorb Hi rough your upponenfs Kual. Twu- 
player simultaueoos play wilh Tin^t person penipective for both playeri. 

Normally £14.95 

cARTroGE OUR PRICE £6.95 

BATTLEZONE 

Anulber crocking aresde conversion tha! set new standards. You command a 
turlk On the battlefield under attack from. Enemy lank^ and flying saucers. You 
can manoeuvre Ihrungb degrees; as the enemy attacks from all direetiimi;. 

Waleh y[»or radar., turn and blast as the enemy approaches at speed. It takes 
nerves of sleel. One play er^ five skiJL levels. 

Normally £14.95 

CART™DGE OUR PRICE £6.95 

STAR RAIDERS 2 

The uriginal Star Kaider!; k updated with better graphics and sound. Yuur job 
is to clear each sector whilst Ensuring that the enemy riii mi! overrun planets In 
anulher part of Hie galaxy. ]t ^111 lake skill in deciding which sector tu warp 
can you afTurd ti» clear a ^tur or will you have 10 leave to defend a planet and 
return laterL A greal fullow op to an all time eian^ie- 

Normally £14.95 

cart°rTdge our price £6.95 

LODE RUNNER 

Anuiber eJassie^ perhaps Hie hwi nf all piarfbrm games. You are A highly trained 

1 Ci-alacHe coinmando deep in cjiemy tcrrllury. Yuor mi>^itm in tu intlltrat-e pH 75 
uf (be enemy^s subterranean levels to rec<5ver every last piece of gold. Yuu are 
equipped with a Ea^T driLI pi^tul hut you'll need cunning, speed and agllily. 
bode Rutiner ilHrlude^ a unique extra thal alluw.>f yuo tu create yemr own levels 

Normally £14.95 

CART™DGE OUR PRICE £7.95 

MIDNIGHT MAGIC 

Pinball un your .Atari can heeume totally addictive as thousands on addicts lu 
the faniK4JS Pinball CmiNtruclJun ^ei will tc^iifyn Nuw’ you can join in the Dm 
with l>avid's MrdnighI fVIagic, all the IhriiL uf £he pinball labic un yuur screen. 
There are flippers, bump4*rs^ drop largets and you can even “shake’ tlie 
machine. .All of the adiun^uf neuE arcade pinball f[»r op to four plgyer^^ 

Normal price £14.95 

cart«"dge our price £6.95 

ONE ON ONE 

Play bsoiketL^ill with Iwu iv\: America^ tup player^ in 1bgreat sporls simulation 
which features realistic offen.sive and dcfensiive move?;, fatigue FacturH, hu( 
ivtrEaks, a shot clock, even inslanl repay and a sbatlering backbourd] Like Ihe 
game uf ba.vkelliall itNcIf^ One-un-One rewards you for playing with your head 

OS well as your hands. 

Normally £14.95 

CART™ GE OUR PRICE £6.95 

FIGHT NIGHT 

FighI hfight brings yim all the thrilK of the boxing ring as you Face five of the 
most brutal Fighters ever. [t.>f five separate battles are lulal war w'i|h relenlless 
acliun. I'he Homing Construclbon Sel allows yuu and your uppunent Lu ereiatE 
your own perfeci huxErh, nelecting stamina, IntellecI and Style. Step into Ihe ring 
to pit your perfeci boxer again.^ft the eompoler ur another opponent, 1/2 players. 

Normally £14.95 

carT^dge our price £6.95 


DESERT FALCON 

.4 veniun of the cla.vsic iHue Max thal Find*; you Hying across Ihe desert Indiana 
.Jones slyle searching fur hieruglypblex hidden in the dexert xandx. Vuu need to 
survive long Enough tP destroy Ihe howling Sphinx. The longer you survive and 
the Furcher you proceed, the mure p>EriLuus your mis.siun hecomes. IT you destroy 
the Sphinx you gel lo gain Hie bonus round For even higher pidnix. Four IeveIh. 

Normally £14.95 

cart°r"doe OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 


SOFTWARE 


Qty. 

Tills 

Price 

Total 


JUGGLES RAINBOW 

£5.95 



JUGGLES HOUSE 

£5.95 



JUGGLES RAINB0W:H(HJSE 

£9.95 



MUSIC PAINTER 

£7,95 



TYPO AHACK * 

£6.95 



SKYWRITER 

£5.95 



SUPER BREAKOUT 

£3.95 



STAR RAIDERS ' 

£5.95 



MISSILE COMMAND 

£5.95 



STAR RAIDERS II (DISK) 

£5.95 



CAVERNS OF MARS 

£6.95 



TENNIS 

£6.95 



PENGO 

£6,95 



MILLIPEDE 

£6.95 



MOON PATROL 

£6.95 



HARDBALL 

£7.95 



DESERT FALCON 

£7.95 



ARCHON 

£7.95 



VISICALC 

£11.95 



TIMEWISE 

£7.95 



BASIC CARTRIDGE 

£3.95 



MACRO ASSEMBLER 

£7.95 



TOUCH TYPING 

£4.95 



PLANETARIUM 

£6.95 



PROOFREADER 

£5,95 



POLE POSITION 

£6.95 



|GALAXIAN 

£ 6.95 






TOTAL 



SOFTWARE 


SERIOUS STUFF | 

I 

Tiile 

Pricr 

Total 


Qty. 1 

Tllle 

Price 

T«lal 


U.S. FOOTBALL 

£6,95 




MICROSOFT BASIC II 

£11.95 



JOUST 

£6.95 




SILENT BUTLER 

£6.95 



RESCUE ON FRACTULAS 

£6.^ 




HOME FILING WAN./PAT OFF 

£1.00 



BALLBLAZER 

£6.95 




Total 




BATTLEZONE 

£6.95 







STAR RAIDERS 2 

£ 6.95 1 



PUBLIC DOMAIN ETC, | 


LODE RUNNER 

£7.95 



Qty. 

TiHf 

Ptice 

Tolal 


MIDNIGHT MAGIC 

£6.95 



' 

ISSUE 4B DISK 

£155 



ONE ON ONE 

£6.96 




8-eiT REFERENCE GUIDE 

£6.95 



FIGHT NIGHT 

£6.95 




TUR50 BASIC 

£3.95 



PIRATE ADVENTURE 

£7.95 




TotsI j 



VOODOO CASTLE 

£7.95 






THE COUNT 

£7.95 




nji/'t e eACTVi 




STRANGE ODYSSEY 

1 £7.95 




rMUC g jur i 



Total 




[ All on disik unless sha#n J 





Qly. 

file 

1 Wm 

T{tal 




MIDIMASTER 

£24.95 







1 BOOKS 




TRANSDISK IV 

£19.95 


Qly. 

1 

TiHe 

Price 

Tcial 



TARITALK 

£19.95 



EASY PROGRAMMING 

£5.95 




MINI OFFICE II 

£14.95 



THE 1MXE handbook 

£3.50 




SPELL ME-Cassette 

£4.95 



GAMES S RECREATIONS 

£2.00 




SPELL ME-Disk 

£6,95 



BEST OF PCW SOFTWARE 

£1.50 





Total 



INSIDE ATARI BASIC 

£2.50 








MICRO ENQUIRER 

£2.00 


TOTALS 




ATARI ADVENTURES 

£1.50 


_ Software 

E 



RAKDtHI ALLEY ADVENTURE 


WRITING STflATECY GAMES 


FREE' 


£1.50 


TOTAL 

0F1D€RIMG ATARI AOVENTUR^'S 
- ONLV WHILE STOCK LAST 


TELEPHONE ORDERS 0785 213928 


Books 

Post and Packing on above 
Public Domain 
PAGE 6 Software 
Total 


£ 

£ 

£ 

£ 


1,00 


Most goods win be despatctied wW/n a few days buJ please atSow up JP 2S days fer 
delmry - Please Seel tree So copy tttis !om\ if you do noS wisfi fe eyf (be magazine 


Name 

Address 


Total Order E 

overseas postage PLUS 15% E 

Total E 


I I I enclose chegiJe/P.O. for £ 

Q I authorise you to debit my credit card 


_ nviSA Daccess n eurocard □ mastercard 

- My card number is: 

— □□□□□□□□□□□□ 

Expiry date: I || I ni I 


Signature__ 

Please ensure that the name and address shown are 
the same as the cardholders. 


Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 IDR Tel. 0785 213928 FAX: 0785 54355 
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Let's get sway from games for a whr^e aird ei^en sway form 
ftae STI Many compirter users have become ^flteresfed fn 
^ractaPs fo/iowing numerous articles fiirre/ud^ing in NEW ATARI 
anif now a company has been set up that ffeaPs 
ejrclufjvefy in tracts/ re/ate<t material. The company is 
frachaos and they hav« produced a catalogue of products 
avaiPab/e entlded The Cafa/ogua of CPiaos which includes 
many goodies not previousPy avaiPabiTe in the UK. The com¬ 
pany is the brai'nehiPd of computer artist and lecturer in 
Computer Crapbics^ Jake Davies who says "'Since the 
E^uinojf program a coupPe of years ago there has been a 
rapidPy growing interest in fractais and chaos, not only fn 
mathematics and the sciences, but also in enteitainment and 
fashron. Unfortunately ft's been hard to get hoid of the best 
products jji the UK and that's why we set up Trachaos''. The 
company aims to cater for the heg/nner arid enthusiasts 
aP/fce whh a compilation of videos, boohs, sharewarer fine art 
prints as weP/ as commercial software. They wilP also p>rovfde 
a 'made-to-measure" service producing udipue packages for 
education and enthusiasts. If you want a copy of the cata- 
Pogue^ ft"s yours fur the ashing. Just drop them a fine at 
Frachaos, Higher Trengove, Constantfnep Faimoiithp Comwah 
TRl 1 soft or give them a ring on 0326 40973 f24 hour 
answerphonej. 

Anyone got a Psion Organiser as well as an ST? Widget 
Software have a product catfed TRAf^SFPLE ST CL which 
allows data to be transfeired f^uichly and easily between the 
Psion Organiser II and the ST. They claim this Is the opily 
program available that uses the speclaf protocof which Psion 
developed to aPfow the Organiser to communicate with the 
Mac and PC. The price is £49.93 and you can get more 
information from Widget Software Ltd., J2I London ftoad. 
Knebworthp Herts. SC3 SEX. Telephone irumbcr Is 0435 
9 J 5444. 

Ohay it^s bach to games now. Domarh are now giving you 
the chance to stop buying their games and create your own 
with the 3-D OONSTRUCTIOAf KPT with which you can create 
arcade, adventure or simufatron games based around the 
Treescape'principle used in games such as Qastfe Master, 
Sounds very interesting but you'll have to wait tHI arom^ 
April to try ft out. Codemasiers are repackaging some of 
their games in "QUATTRO" boxes which took really neat and 
sell for £12.99. Ql/ATTRO SPORTS includes BMX SirmiPator, 
ftaiia 1990, Advanced Ski Simulator and Pro Tennis Simula- 
tor while QUATTRO ARCADE features Pro Powerboat Simula¬ 
tor, SAB Combat Simulator. Pub Trivia Simulator and Wifro 
Boost Fans of infocem can come out of mourning with the 
news that Mastertronic, of ail people, have bought the rigbtis 
to Infocom games and have released Hitchhikers, Planetfan, 
Zork 1, Wishbrfnger and Leather Goddesses of Phobos ali for 
/ust £9.99 each. That's good news. Maybe they'll ralease 
some of the games that didn't make if onto the ST, Dnlikafy, 
but at least there's now a slim possibiH^ of seeing soma 
more Pnfocoms. Let's close with some news from G.S Goid. 
Strider 2 is on Its way along with a whole host of stuff 
promised for 1991, Chip's Challenge Is a wacky arcade 
game in which you seek to become a member of an axciu- 
sive computer club by zapping everything in sight. Crufse for 
a Corpse is an adventure set on board a 1920's 3-mastcd 
yacht, a sort of Murder on The Orwt Express at sea. If you 
are a fan of Indy Jones or Darth Vadar or Zak McKraken or 
Luke SkywaPker or ft2D2 then you can meet them ail in Might 
Shift which is set in a toy factory. From Lucasfiim comes a 
fpIPow up to Their Finest Hour, fteing an American company 
they can't Pet you believe that the British won the war so in 
The Secret Weapons of The Luftwaffe youtf discover how the 
United States 9fh Air Force were really the ones responsible 
for stoppsihg Gennany. Another one from LucasfiPm is The 
Secret of Monkey Island, a tale of pirates in the Caribbean 
set in the latie IGOd's. And there's a lot more promised from 
CI,S. Gold but we7i have to call it a day. See you next time. 




THE 

MANDLEBROT SET 
available from 
Fractal Chaos 


MURDER IN 
SPACE - 
another from 
the prolific 
infogrames 


FUTURE 
EUROPE - one of 
the enhance¬ 
ments to Sim 
City mentioned 
iast issue 


[rl:ai | | |||||||||| |M | 11| | | 


3D 

CONSTRUCTION 
KIT - design 
your own prog¬ 
rams with 
Domark’s help 
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SUPERCARD 2 
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FREE 

FORMAT 

DATA 

As before, SC2 
uses free format 
data records, so you 
can enter new datii, 
by ainiply keying it 
onto the screen, laid 
out how^ever you 
wish. '“I’o help with 
data input you can 
assign frequeriitly 
used character 


A few^ issues ago I reviewed a great 
little database program called 
Super Card Index from B.Ware 
Softw'are. w^hlcli was a clevelopjiienl. of an 
earlier H.Ware database product calle<l 
B.Base 2. B.Ware have now taken things 
another step forward with the release of 
Super Card 2 (SC2), an uprated version 
of Super Card Index incorporating im¬ 
provements stiggested by users of tiie 
preAloiis version. There’s a whole host of 
these, but the main changes are fcn the 
areas of "data filtering^' for record selec¬ 
tion, data sorting, report printing, and 
disk cataloguing. This last item allows 
disk directories to be read directly into 
SC2 records, atitomatlcally building a 
database of the contents of ah your 
disks! 

Ttie program is supplied complete with 
a number of example files. Not only do 
these give yoti something to play ivilli 
straight away for familiarisation pur¬ 
poses, hut they can also act as models 
for your own apptlcations. 'lliey Include 
such subjects as names and addresses, 
customer details, compact disc collec¬ 
tions, etc:. One of them can e\'‘en be used 
as it stands It's a complete list of BiltJsh 
Telecom S TB codes and exchange names, 
allowing you to search on a code to find 
its exchange name, or vice-versa. 

Like its predecessor, SC2 is designed to 
look like a card index system, something 
everyone can easily understand and use. 
The case of use theme pervades the 
whole program in fact, v^lih virLualty ev- 
eiy^thing accessible via friendly scleeiion 
btittons or keyed menu items. 


strings to each of the STs Function Keys 
and later input them with just a single 
keypress. Also, those Function Keys can 
now be used anywhere in the program 
raQter Qian just for data input. Hie prog¬ 
ram will now also read and write ASCII 
files and flies produced with Super Card 
Index or B.Base 2 - without the need for 
the separate utility program supplied 
previously. Merging and splitting of files 
is easily achiev'ed too. 

Ttieoretically SC2 can handle files of up 
to 32000 records, each one up to 32700 
characters long. However, any file wwked 
on is held completely in memo^y^ which 
means the prac:tic;al limit is dependent, on 
how much memory your ST has. 512K 
should be adequate for most home and 
small business uses though, and one 
megabyte certainly so. 

Once you've created a file you can then 
use all the usual database functions on 
it. Selection of records to work wiQi may 
be achieved manually by paging througl:i 
them, or aiitomaticaJly via SC2’s record 
"filtering" facilities. TTiese allow you to 
find all records matching certain speci¬ 
fied search criteria. txmslsLing of strings 
of characlcrs connected by logical oper¬ 
ators, for instance to And all records con¬ 
taining the words "Atari" OR "IBM". 

Up to nine strings e^ch of up to 30 
characters may be -specified, with each 
string qualified by AND or NOT oper¬ 
ators. Tliis pcniiits the sclC'Ction of re¬ 
cords NOT containing the specified string 
in addition to the nonnal selection 
method. The nine strings are split info 
two groups, of five and four strings re¬ 
spectively. Within each group the filter 


logic for each line may be rnodilicd to use 
AND or OR, as can the logical relation¬ 
ship between the two groups. If required, 
the search can he restricted to a chosen 
range of records, e.g. records ,^57 to 132 
in the file: and a case sensiti\1ty option 
allows dUTerentiation between upper and 
lower case text. Once again, these facili¬ 
ties should he adeejuate to cope with 
most requirements Intended nsers are 
likely to have. 

AUTO BROWSE 

'rhe filtering process produces a subset 
of records matching the search criteria, 
which you can then step through and 
display, change, delete, add to, copy, 
save to disk, or print as required. Hiere’s 
even a timer drlvei:i browse facility, which 
automatically pages through Ihe record 
subset VfciLtioul the user having to loutrh 

any keys I 

Because of the free format data, report 
printing facilities are fadrly limited. You 
can print single records or a subset de¬ 
fined by the search criteria. Within a re 
cord, print formatting is restricted to spe¬ 
cifying the subset of lines you want prin¬ 
ted, However, the overall appearance of 
the report layout c^n be specified. In 
terms of characters per print tine, print 
lines per page, spacing betw^een records, 
and type of heading required. Also, SC2 
now has Qic facUily ibr sending setup 
codes to your printer before printing be¬ 
gins, allowing you to specify fonts, spac¬ 
ing, margins, and so on. 

The original Super Card Index was an 
excellent program, but this latest incar¬ 
nation is even betterE IFs v^ry easy to 
use, fast, reliable, and great value for 
moneyr if you're looking for a program to 
handle those small database applications 
needed for home, school, club, or small 
business use, Qicn make sure you check 
it out. You’ll probably find it's perleeUy 
adequate for your needs. 


Title; 

SUPER CARD 2 


Publisher; 

B.Ware Software 


Price: 

£29.95 


Reviewer: 

Jo^ln S Davison 
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ADVENTURE 

CJUIAVER 



C adavtzr is probably the ilmi REA]. 
GrapliiLs Adventure! Forget Sier¬ 
ra with Lhcir cute animation, and 
slow loading pictures. Forget Magjietic 
Scrolls with their superb text adventures 
with Qic irrelevant add-on graphics. nils 
Is where it is really liappening! [No, I 
haven’t played Wonderland yet, and Fm 
sure It. ivlll be wonderful - bu t this is very 
differentf). 

Cadaver is a Joystick driven arcade 
adveniure which Just oozes quality at 
every tum. Apparently the amazing Bit¬ 
map Brotliers decided that they would 
like to cross-over the different styles of 
adventure and arcade games and Cadav¬ 
er is die result. 

Yoti control Karadoc the dwarf in his 
quest to destroy the evil Necromancer 
(whatV another one!). You statt eiiipty- 
handed In the depths of the castle 
dungeon =5 and must fight and puzzle 
your w^ay through hundreds of moms 
across live levels to reach the linal con 
frontation. 

It take a few minutes tn get used to tlie 
movement as tlie rooms are ^iew^ed In 
3-D from an angle so that the dwarf 
moves diagonally, and you also need a 
little Lime to get used to the button: nor 
mally It means JUMP, but If you arc 
Wielding a Weapon it meaiis ATTACK [or 
THROW If It Is not a Weapon), and If you 
touch something or bring up your Inven¬ 
tory then the button is used to select an 
action from the icons vfhlch appear in 


ntle: CADAVER 

Publisher: Image Works 
Price: £24.99 

Reviewer: John Sweeney 


the bottom left. Don’t 
wnjiy - yoti get used 
to it very quickly and 
the system Is actual¬ 
ly very^ easy to use 
and very efficient In 
allow'irig you to get 
around ^ fight, and 
use objects. 

The icon interaction 
is w^cfl designed In 
that only icons which 
are relevant to the 
item you are 
touching or holding 
appear - depending 
on those objecis you 
may get to choose from: SEARCH, TAKE, 
DROP, DRINK, READ, HOLD, CAST, 
SWrrCH. PRESS, open. [NSERT, pull, 
EAl’ and GIVE. And believe me, this 
turns out to be quite an adequate set of 
verbs Co generate LOTS of interesting and 
challenging puzzles You only need to 
touch the keyboard to use an item from 
your Inventoiy or to Un-Wield a weapon. 
Most levels have SO or 90 moms to ex¬ 
plore, and movement between them is 
instantaneous. Foittinately die game 
draws an onscreen niajj for you - press 
FI to see all the rooms you have visited - 
so you don’t need to draw detailed maps. 
There are scores of dillLTcnt items to flitd, 
most of which have a use, plus dozens of 
magic Spells and potions. Some problems 
you need to fight your way througti, some 
you will need arcade skills to Jump 
and dodge around deadly obstacles, 
others you can only solve by using 
magic, pulling tlte right lever, find 
Ing the right key% or performing 
some obscure action such as throw¬ 
ing things at remote targets or 
pushing lettered tiles around the 
floor! 

To fight something you can either 
walk into it (losing some hit points 
In tlie process), attack it with 
weapons such as bags of stones, 
shiiikan or magic missiles, or cast 
spells such as Massacre or Mind 
Blast. Some of the enemy are sla- 
tlonarj' so you can stand out of range 
and work out how best to attack, others 
chase you round the room so you have to 
dodge as well. Foitiinately you can SAVE 
to diskette proi^ldcd you have enough 
money to pay the godsf Initially this is 
quite cheap and the coin on the ground 
in the first room (worth 7 gold) Is enougli 


to make your lirsl. save; saving on the 
last level can coat you av^j 1000 gold! 
[Look out for the chest on the second 
level with Infinite gold in it!) Veu can 
LOAD as many times as you wish from 
any saved position so you get plenty of 
chances to in- the amazing variety of 
problems whether they ore arcade, logic 
or violence based! 

Cadawr Is not an endless bout of blast¬ 
ing, it is a game of exploration and e^- 
perimentaiion with a little mapping and 
occasional short bursts of mayhem. 

If you like arcade games with a chal¬ 
lenge then, you will love Cadaver, if you 
like text adventures and have always be¬ 
lieved that graphics were just a gimmick 
then Cadaver could change your mind - 
dlls Is e\‘-ery^ bit as challenging as most 
adventures 1 have played and you will be 
amazed at the variety of enigmas which 
diey crammed Into it. My solution takes 
up SIXTEEN pages of text! 

Most people arc highly likely to gel 
stuck at least a couple of times, but 
never fear the Guiding Light iQSSS 
338933) have a full solution (and many 
thanks to LJackJe and Darren for the coti- 
ple of Umes that J got stuck!). Double^ 
sided diskette drive required - if you have 
been looking for a reason to buy one Qien 
this could be jt1 

• SIGHT SOUND - T7i^ are 

armizijT^ly detailed and uciry coFisIrier- 
abilp - horn they cram it 

a!l tn to 512K J don't ki'\owl 

# GAMEFLAy - Br lllianf - a yrea^ orcadt^ 
game - a great adventure! 

® VERDICT - VoLi'J! netJipr forgive yoLir- 
:^elf if you miss this on^?l 
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MUSIC 


WITH YOUR ATARI 


John S Davison’s 
regular guide to 
ail the ways 
of making music 
on your favourite 
computer 




syiitli drum seeUcn or druin niachine. It worked perfectly 
with my Yamaha PSS-GSO aHer a few minutes cusLomlsa- 
tion. 

MUSIC SPREADSHEET? 


'I’o create a song arrangement you Just t>''j>e chord names 
into cells on the programs spreadsheetdlke data input 
screen. This uses standard chord naming conventions, e.g. 
C for C iiiajor, CmB for C minor sixth, etc. It handles a very 
wde range of chord Upes, including some really exotic ones! 
How about C13sus#5#9#J1, for Instance? 11 also handles 
chords with alternate toass notes, for example FU/A (F sharp 
major with an A bass). Up to four chord changes per bar may 
be speciJied, more than adequate for moat songs. 

To add further interest to the arrangement the program can 
switch between two conLrastlng variations on the chosen style. 
You flip from one to the other by placing markers at appropri¬ 
ate points in the music. Each transition is preceded by a drum 
nil, thus contributing even more variety to the basic rhjdhm. 

Finally, you specify miscellaneous ''song" data, such as song 
title, tempo, key. looping information for handling multiple 
verses/choruses, and the musical style required. Ttie full ver¬ 
sion of the program handles 24 different styles, with 14 in the 
512K versiou. Including various flavours of count^^y^ Latin, 
rock, blues, reggae. Jazz, and pop. Tfic accompaniment parts 
are regenerated each time you play the song, so between 
playings you can change the style, transpose into a new key. 
edit the chord sequence, and alter the tempo if required, ghlng 
scope for easy experimcriLaLion. 

Song files you've created may be saved to disk in their native 
format or as a Format 1 standard MIDIfile. This means you 


must tell you about a real fun piece of music soh.- 
ware 1 recently got my hands onf It“s called Band- 
In-A-Box, by PG Music of Uuflalo. USA, and its 
puiTDOse Is to help you rapidly produce a profession- 
al sounding accompaniment for \1rtnally any song. 
The principle behind it Is very simple - you tell it the chords 
to a song, where the chord changes occur, and the musical 
style in which you want the song played. In a few seconds it 
generates a complete three part arrangement for dixims, 
bass, and piano (or whaltv'er other sounds you wish to 
assign), and plays It via a MIDI attached syntliealser. 

The program produces an incredibly good sound - so good 
you could almost believ'e there’s a professional backing band 
in the room wrilli you! All YOU Itave to do is play or sing the 
main melody line of the song to complete the musical per- 
fcrmance. It’s a simple idea, but it opens up all sorts of 
possibilities, as we'll see later. 

Ttio lull version of Band-Iti-A-Box runs in medium or high 
resolution and needs IMB nlemoI^^ but there's a simpler 
512K version provided wrhich handles fewer styles and shor¬ 
ter song lengtli. Even so, it's still very tisable. Obviously, to 
play the sounds it also needs a MID] synthesiser keyboard 
or expander module, preferably one which can also play 
drum sounds. Hewrver, tt will happily drive a separate drum 
machine if required. The program can be easily customised 
to work with virtually any synthesiser and mapped onto aiiy 


can then load them into a sequencer or other software package 
which su pports MIDI files and furt her modify or augment them 
In any way you wish. 

MIDI FAKEBOOKS 

llie program is extremely easy to use. Once you’ve learned 
how to customise and operate it (all of J,5 nhnutes effort!) you 
can enter a song and have it playing in Just a few minutes! 
In fact you can be up and running cv^cn quicker than that, as 
it comes complete with a set of sample song files you can Just 
load and play. "^^Tiat's more, you can buy two accessory 'MIDI 
Fakebook' disks, between them holding over 500 ready to use 
Jazz and pop song accompaniment flies. 

This program could be thougfit of as a software version of the 
advanced auto-accompaniment features found on some MIDI 
keyboards, such as "Style Play" on Yamaha's PSS instruments. 
In fact, ifs not quite as advanced as those yet, as a few 
features seem to be absent. The ones I missed most are nice 
cle-ati Intro and ending phrases for each of the styles - Dand- 
In-A-Box songs currently terminate too abruptly for my taste. 
It w^ould also be nice to have one or more additional instru¬ 
ments placing optional "twlddly bits", again as on the PSS 
keyboards. Finally, being able to define your own styles would 
add enormously to the program's flexibility, PG Music arc 
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already planning Imprcu-'emenLs to tlie program, so perhaps 
well sec these features in a later release. 

Baiid-In-A-Box has a far \vider range of application than you 
might at first imagine. It’s obvious use is to enable anyone 
[novices included) to quickly produce an accompaniment for 
any song, which they can then play or sing along with. It could 
e\'en be used in live performance, for instance a singer could 
use ttiis program plus a MIDI synth Instead of a live backing 
baiidl Yes folks, a computerised karaoke machiner Music 
teachers will love it too, as It’s great for practising ensemble 
playing, it’s also a useful personal learning aid. as during 
playback an onscreen piano keyboard shows you exactly what 
the bass and piano parts are playing - In real time, 

I believe Band-In-A-Box is destined to become a classic piece 
of music software. It's friendly, genuinely useful in all sorts of 
ways, and tremendous fun to use. [t's reasonably priced too, 
at £45 for the basic progJ'am and £20 each for the MIDI 
Fakebooks, with special deals if you buy more than one item 
at once. UK suppliers are Zone Distribution, 5 Abbcv'ille Road, 
London SW4 fphone 0^1-766-6564). 

THE MUSIC STUDIO UK 

Wouldn't It b^. nice to find a place where computer musicians 
could meet 24 hours si day, seven days a week, to swap ideas, 
information, public domain music softw-urc, MIDI flies, voice 
patches, develop contacts, and generally discuss anything to 
do with computer music making? And what If all this w^ere 
available for FFiEE? Tan good to be trtie, you say? Well it's not 
- all this and more is now^ available through a new seiwlce 
olTered by computer music enthusiast Paul Unnston of Man¬ 
chester. 

Paul is the Sysop (System Operator) of Hie Mtistc Studio UK, 
a computer based bulletin board acn-dee available free to any¬ 
one equipped with a computer, telephone, and comiiiunica- 
tiona lacOities, Although no access or usage charges are levied 
you do have to pay for phone calls, hut these are at normal 
extortionate BT rates - NOT those ultra-extortionate 0898 
number rates. Tlie sen^lce runs on a high powdered IBM PS/2 
model 80 PC with a massive 450 megabytes of iiard disk 
storage, communicating with the outside w-orld via a MIracom 
Courier 11ST modem at speeds up to 9600 bps. OK, so It’s not 
Atari based, but that doesn’t matter - it coiiiriiunJcates with 
any type of computer ustng standard communication pro¬ 
tocols. 

For those unfamiliar with such things a bulletin board system 
is like an electronic notice board. You contact it by dialling In 
via the phone system, then use your computer as a tennlnal 
to read or post public messages: receiv'c and send private 
electronic mail from/to other users; and transfer proi^rams 
and data files between the Iv/o computers, 

AROUND THE WORLD! 

TMS has scpiirdte message areas for different topics, such as 
MIDI, Music, Buy and Sell, and yes. Atari, Anyone dialling into 
TMS may view any public messages you leave and reply to 
tlieiii, and the replies are also available for all to read and 
respond to. It's possible for a message to spark olf a multi-way 
conversation between many different users, ajid Is a great way- 
swap ideas or obtain help with music related problems. TMS 
Is network connected to other bulletin board systems in the 
UK, Europe, and elsewhere, anti exchanges messages with 
them on a dally basis, so your messages could reach a wide 
audience! 


FREE SOFTWARE! 

TMS also has file download and upload facilities, 'I’hese allow 
you to access any of the music soltware or data files stored 
on 'I’MS - and all for free’ Well, there’s no cash charge, but you 
are eventually expected to do the decent thing and upload 
something In returnE And please note: only bona-fide public 
domain, shareware, and demo material is accepted - NOT 
pirated commercial products! 

So, how do you participate? ’W'^ell, basic requirements are a 
modem to connect your computer to the telephone system plus 
suitable software to handle the comniuntcations. To minimise 
your phone bills I'd recommend you use die lastest modem 
you can aflFord, with 1200 baud as a minimum if you want to 
do much downloading/up loading of files. Expect to pay at least 
£150 for this, less If you buy secondhand, It may sound a lot, 
but you can also use the modem to explore the hundreds of 
other bulletin boards now operating in the UK. 

A modem plugs directly into an S'Ts RS-232 port, but 8-bit 
users will additionally need a separate RS-232 Interface box. 
The only suitable devices I know of are the Atari 850 interface 
and I CD’s PrRrConnectlon., neither exactly easy to find Qiese 
days. Watch for secondhand items or try Gralin International. 
11 Shillito Road. Parkstone. Poole, Dorset BI112 2t3N, who 
sometimes advertise them, Expect to pay around £50 for 
either, lircidentally. both devices also provide a parallel printer 
Interface, allowing your 8-bit machine to tise virtually any type 
of printer instead of being tied to Atari only models, 

'Ihe software side needn’t eosL much, as you can use public 
domain communications programs. On the ST there’s V'AN- 
TERM, while 8-bit users could consider AMODEM - both are 
available from the Page 6 PD Library^ for just £2.95 each. 8-bit 
users could also use Mint-Office II, now available from Page 6 
for just £14.95, although its upload/download features aren't 
exactly state of the art. 

To try' TMS Just dial 061-727-7164. and when connected, 
simply follow the onscreen prompts to register yotirself as a 
user. If you do, please remember that a free service such as 
this only thrives through ACTIVE participation of its users, 
Make sure you leave a reltwaiit message or upload something 
useful to help TMS become a service worth using - and to 
thank Paul Urmston for the voluntary' effort (and money!) he’s 
put into getting TMS on the air. 

SNIPPETS 

....there seem to be plenty of Casio synthesiser bargains 
around as I write this, particularly MIDI expander modules. 
Examples are the CSM-lOP Piano and CSM-l syuth expander 
modules at well under £lOO each. Check the current music 
technology magazlpies for details. 

_another good buij. but more upmarket, is the new Evolu¬ 
tion Synthesis EVSl. It’s a 100 sound, 16 voice polyphonic, 
eigltt way multitimbral expander module, with built-in sam¬ 
ple dnim sounds. It's supplied eofriplete with patch editing 
software for the ST, and looks great value for £299. 

Yamaha’s new £150 DDll drum machiiije looks perfect 
for the home MIDI setup. Us specification includes 100 preset 
rhythms; 35 sampled drum sounds; MIDI IN and OUD and 
unusually, eight large, velocity.sensitive drum pads which you 
can bash with real drumsticks to actually play the drum part! 
.,..n^js from the USA; Charles W Pinter tells me that his 
report in Issue 45 of a new stereo version of AMS (Advanced 
Music System) for the 8-bit machines was incorrect. It should 
have read j\JVlP (for Antic Music Processor) rather than AMS. 
More details next Lime, if Charles can ubtajti them! • 
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COLD W TIE UIECS 



F or 400 yearB oo-one has dared to 
fake up the toughest cihalleiige 
man has ever known - to find 
QuctzacotE s Gold of the AzLoos. You are 
Bret Conrad, a man trained by special 
fnroeSp a man who knows danger as a 
way of life. All he has to aid him Jn his 
quest to find the mystical gold of the 
Aztecs is a 4CK> year old Spanish map of 
the area, showing the location of a tem¬ 
ple. The map also tells of Immense dan¬ 
ger which must be faced, of how 300 
Conquistadors died in the pre^Lloiis 
attempt to enter the tomb. 

Ttic g)ame begins as you parachute deep 
Into the middle of the Jungles of Mexico, 
hundreds of rciiles away from cIvLIization^ 
or even the nearest road. you land 
your parachute becomes caught amongst 
some trees and you must cut yourself 
Jree and then move on Into the deep 
jungle to do battle with aU that steps into 
your path. As you move through die 
jungle you soon come across spear 
throwing natives and hostile wild anlni- 
aJsn which must be avoided in order to 
keep on and reach the temple. The deep¬ 
er you go. the stranger your adversaries 
become, ghouls and monsters attack you 
at regular Intervals as you get closer and 
closer to your goal. 

Gold of the. Aztecs has been severely 
hyped as an enormous game which took 
three man years of development, with 
stupendous numbers of frames of anbna- 


Title; 

GOLD OF THE AZTECS 

Publisher 

US Gold 

Price: 

£19.95 

Reviewer: 

John Dovison jnr 




tion and even more 
gigantic numbers of 
little graphical bits 
and bobs but what 
does this qtiJte ex¬ 
traordinary'. superla¬ 
tive-defying game 
have to otlcr for the 
average ganicplayer? 

Well It’s a fairly 
mediocre arcade 
adventure which is 
Jar too difTicult to 
play due to the 
dreadful control re¬ 
sponse, but It has got 
some reasonable 
graphics. Now maybe I’m missing some- 
tliing, but the hype on the box, and die 
game inside only seem to have a few 
things In common I The graphics are all 
right but If this is the best they can do 
ui th “8 megabytes of code and data" then 
Fm glad they haven't done anjUling 
smallcrl 

You control Bret ulth the joystick, as 
you would expect. He is a large character 
who is well antmated and you can com¬ 
mand him to run, Jump, pick things up, 
shoot a gun, use a knife, and other such 
things. You have to move him around tlie 
various screens trying to get past the 
things In hts way. Eventually you must 
get him from the Jungle into the tomb 
bencadi the temple to search for the trea¬ 
sure. Now, normally an arcade 
adventure of this lype, with only 
around eighty screens or so would 
be a doddle to get reasonably far 
into. However, do not cxpeet to get 
arjywhere the first time you play! It 
is very difficult at first to get past 
the first two or three screens, simply 
because Bret' in his inenedthie 
"macho-ness' is an absolute pig to 
contratl I tried with a number of 
difierent joysticks and the response 
is simply horrifle. If you have quick 
reactions, this game will infuriate 
you as tt reacts about three seconds 
after you do! 

In terms of presentation, the g^ine is 
quite good, the graphics are of a i;aurly 
high quality and they are suitably varied 
from screen to screen. In places the aiil- 
matlon ts worthy of note, such as the 
lumbering elephant which crushes you if 
you spend too much time on the ilrsL 
screen! The sound effects are very good 


indeed and are possibly the best feature 
of the whole game. Tlic crack of the pistol 
shots to the hiss of a snake are all very 
realistic. However, great sound effects 
alone do not make a great game. 

What is more infuriating than anything 
is that this could be sueh a good game. If 
only it was easier to control it w’ould be 
Simply superb. Howei'er, It would appear 
Lliat yet another game has been ruined 
by far too rriueh attention being focused 
on the cosmeQc features and not enough 
on the actual gajneplay. I found that all it 
managed to do was Infuriate me. A game 
should not really do that, it should be a 
form of entertainment or escapism, not 
somethbig that makes you want to hurl 
your joystick through the monitor screen! 

Overall then, as you can probably tell i 
was not entirely Impressed With Gold of 
the Aztecs. The graphics and sound are 
quite good, but the game i.s far from ori¬ 
ginal and it is praeUeally unplayable, I 
don't paitlculariy like it. but you may 
well think it’s brilliant. It is definitely not 
worth all the hype which has been 
spouted about it. 

tt SIGHT AJVD SOUND - Graphics are: 
cakyurjul and drawn and lh£3 
sound is superb. these alone do 
not moke a good game.. 

tt GAMEPLAY - Mien f Jind a mcosur- 
abte degree of phayabiltly 1 will let you 
aU. know,* 

♦ YERDJCT - AM hype and no substance. 
The potential is deJiniLely there, but If 
a game ts so unplayable mhy bother 
with it.? 
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FLIGHT SIMULATION 



W ont to change the 

course of hlstoi^^^ Tills 
ncvv’ night siniiilation 
from Lucaslilm gives you the 
chance to do exactly that! As 
you'd expect this involves ratficr 
more than simply flying a com- 
puier rnodel of an aircraft. En 
common willi most recent prog¬ 
rams of this type it's a nighl. 
combat simulator, but this Ume 
the scenario Is the Battle of 
Britain. 

The package includes two dou¬ 
ble-sided disks (exchangeable 
for four single-sided disks if you 
need them): an ST speclllc refer¬ 
ence booklet: an anti-piracy device tfiinly 
disguised as a "radio frequency cipher 
wheeT; and a superbly produced 192 
page ringbuutid book. This book fs cram¬ 
med full of historical lacLs and photo¬ 
graphs about the Battle itself and the 
aircraft taking pwait, as well as detailed 
program operating mstnictions> The 
program runs on a 512K machine, but 
additional graphics arc available If you 
have moi'e memory. 

You start by ieanitng to lly tfic aircraft - 
and Lhere are eight different types to 
choose from! The Spitfire Is Joined by the 
Hurricane, Mcsscrschmitt 109. Messers- 
chmltt 110. Junkers 87 Stuka, Junkers 
88, Helnkel 111, and Dornier 17. And 
what's more, you can take tJie part of the 
pilot, the air-gunner, or the bomb aimer - 
if the chosen aircraft has them, of 
course. 

Once you’ve got the hang of things you 
can progress to combat flights. Here you 
chose an aircraft t>T>e and the prograjn 
then presents you ulth a choice of eight 
hlstorleally based missions appropriate 
to the aircrail you've selected. ITiese are 
arranged In increasing order of difTiculty, 
so you just work your way up through 
them, with success re^^arded by medals 
and promolions and tracked In the prog¬ 
ram's Combat Record. 



DESIGNER MISSIONS 

Before starLing a mission you can also 
modily some of the mission parameters. 
This allows you to select the skill level of 
the opposing forces; start on the ground 
or tn Lhc air; give yourself unlimited fuel 
or ammunition; or fix things so you can't 
be damaged, shot down, or crash! And if 
you tire of the basic combat missions you 
can design your own using the supplied 
Mission Builder utility. "Llils Is quite a 
complex operation, but the manual cov¬ 
ers its use comprehensively. 

If you want to ivy sonicLtiiJig more than 
individual missions you can elect to fight 
a campaign, which turns tlie program 
into an action based wargame. You com¬ 
mand eiLhcr the British or the German 
side and lly a number of missions, start¬ 
ing on July LO 1940. the accepted start 
date of the Battle of Britain, You lly a 
mission every few^ days, and your success 
(or lack of it!) in fighting your own battles 
Is reflected in the overall succ:ess or fai 
lure of your chosen side. Also, the effects 
of a mission are carried forward in to sub¬ 
sequent ones, until your opponents can 
repair the damage you caused. Tlie Brit¬ 
ish side wins if it sunives until 16 Sep¬ 
tember - Hitler's deadline for launching 


strange "bank indicator" in¬ 
cluded in place of an artificial 
horizon. Ttie 3-D "through t.he 
windscreen" graphics arc quite 
well done too, although I think 
they might be a little Indistinct 
if view-ed on a rather than a 
monitor. 

SMOKE AND 
FLAMES 

Aniniation of die battle sequ • 
ences Is w^ell handled, panicu- 
larly during a successful attack. 
You see tracer fire streaking towards the 
enemy, tlien bits flying off his aircraft In 
all directions ft you hit it. If you're a hot 
shot his atreraJ’t will stream smoke and 
fiames and you may see him parachute 
out before It smashes Into the ground. 

Drop your guard and you’ll soon find 
yourself under attack, and to help yon 
keep a good lookout Qie program gives 
you plenty of viewing controls. You can 
look forwards, left, right, straight dowm, 
and backwards hi the rear-view mirror 
(single-seaters only), plus a scan view 
option. Tie views arc odd though, as you 
see them all through the FRONT of the 
cockpit! rhere’s also a camera you can 
switch on to film the action for later view¬ 
ing - but while viewing it you can change 
die camera's apparent vantage point. 
Clever cameras they had in i 940! 

CX^rall. this Is an excellent flight com¬ 
bat. simulation, with enougli aclion and 
strategy^ elements to keep you occupied 
for months. With its wealth of historical 
detail it could even claim to be educa¬ 
tional too! The only criUcLsms I have con¬ 
cern the sligJitly sluggish aircraft control 
response, and the disappointingly inade¬ 
quate sound. However these are minor 
niggles, and 1 rate the program as an 
essential buy for all flight and combat 
simulator fansf 
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the Invasion of Britain. Tie German side 
wins tf it destroys enough RAF aircraft 
before that date, and gains the air super¬ 
iority needed for the invasion to proceed 
in relali%^c safety. Yes, YOU can change 
the course of histojy - if youYe an ace 
German pilot (or an inept British one!). 

The cockpit graphics are generally quite 
good, with different layouts for each aJr- 
crall type. However, there are one or two 
odd looking instruments, such as the 
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DRIVING 



I t would seoin Qiat as in the world of 
fashion there are distinct Lrcndfs in 
software availabilily. CurrtznOy one 
of the largest trends seems to be motor 
cars and driving games. Here I am going 
to look at three pieces of software com¬ 
prising seven games which would keep 
even, the most avid driving fanatic at his 
or her keyboard. 

Historically the compilation Jrom 
Domark, WHEELS OF FIRE contains 
ttic roots of the other tv^^o games. Bad¬ 
lands and Nitro. "Wheels" has four 
famous arcade conversions within it's 
confines and they are listed as Turbo 


Outrun, Power Drift,. Hard Diivln’ and 
Chase H.Q. Sadly the disks 1 received 
had Power Drift on three of them thereby 
eUmlnating the famous Turbo Outrun, 
still three ovit of four ain't bad. At first 
glance Power drift and Psygnosis' 

NITRO seem related- Both have a choice 
of drivers in a series of races around 
difierent courses, both offer first hand 
driving views of the road. After that 
though the games begin to differ. Power 
Drift Is an arcade clone of good qtiality 
that provides all the interest found In the 
slot machine and offers a running view of 
the players position in a race and plenty 
of variants on a theme. Nitro has aJl the 
superb front end graphic capability that 


the populace has come to expect from 
F^ygfiosls and does not present Itself as 
an arcade transfer. Both games attempt 
to bring about the same end product., 
that of a season long race, although 
Povt'er Drift does not allow for the prog¬ 
ression that Nitro does. For example in 
Nitro's almost Death ftace 2000 atmos¬ 
phere there is a choice of vehicle for each 
race together Vilth opportunities to fort h - 
er custOTnise the vehicle whereas in Drift 
the car remains ttie same as the tracks 
become more tortuous in a museJc beach 
type of scenarlOr 

I found Power Drift to be a simple 
rave from the 
grave that was 
escapist Juii but I 
felt tliat Nitro with 
Its similar Joys¬ 
tick/keyboard 
control was a bet¬ 
ter development 
with far better 
scrolling attri¬ 
butes and a sense 
of tactical skill 
about it. The game 
even allows for the 
occasional pedes¬ 
trian crushing as 
a bonus but at 
other times it is a 
distinct disad^'a^- 
tage. If you like 
your driving hard and tough with dirty 
tricks and darkness abounding then 
Nitro provides possibilities for the imagi¬ 
native cyber-punk. The other obvious dif¬ 
ference is that Nitro provides an over¬ 
head view of die action across city scen¬ 
ery thereby allowing die players, of which 
there can be up to three, to Judge their 
road position and the bonus cash and 
petrol squares far more accurately 
whereas Power drift is an in cab perspec¬ 
tive giving less awareness of other cars in 
relation to the driver. 

-[Tie other offering in the first person 
driving stakes also resides on the ^Tieels 
disk, and for that matter on at least one 
Other compilation going the rounds, diat 


is the gut-chuming Hard DriTrin*. 

U'lien 1 first reviewed this stunt driving 
simulation I was lavish widi iny praise 
and very llttJe has happened to detract 
from my earlier feelings. The essence of 
this game is nothing other than skill at 
graduated levels, the game maintains 
good arcade converted graphics and 
scrolling and while not using the tactical 
season race of the earJler pair provides a 
very exciting race emironmeiit, Tliat is 
players compete against themselves and 
find random oncoming drivers a hazard 
to avoid. This is still my favourite first 
person driving game. I still led distinctly 
nervous during the loop the loop session 
and firmly^ believe that the game Is the 
backbone of the compilation disk- No 
other driving game comes close to it's 
standards of manoeuvrability or addic¬ 
tiveness, and certainly nothing can com¬ 
pare to the self competition avalJable In 
this. This game cannot be properly com¬ 
pared wiLti any cLhcr and as such deser¬ 
ves a high place on most sollware librar¬ 
ies as a fairly unique game. Chase H.Q. 
on the other hand does not present such 
a wonderful feeling being a behind the 
car point of view similar to Outrun which 
entails some wild^ against the clock, driv¬ 
ing to enable the police to ram wrong 
doers cars. The game does not flow well 
and represents the poor side of arcade 
conversions. The graphics as usual are 
acceptable and the concept is fairly novel 
but, unJbrtunately, tlie gameplay is dis¬ 
appointing and this is one rave ttiat- 
could well have stayed Ln Its grave. It is a 
shame this was included because the 
other two games and my memories of 
Outrun lead me to believe that Wheels 
would be a good collection wltliout it. 

The final Game In this bumper bundle is 
again from Domark and Is a straight con¬ 
version of the current arcade game BAD¬ 
LANDS. This features two player action 
and some very^ irUercsting sccnciy. In 
many ways tills Is the game tiial Nitro 
tries to be but despite a great deal of 
show comes Just short, of. Badlands has 
the same overhead view of the cars and Is 
v-Cry remtniscent of Ltiosc early arcade 



BADLANDS - a good conversion 


60 


- New Aiarl User 















race games with tracks that changed 
each level and had little oil slicks and 
chicanes in them. Badlands oJflcrs two 
different forms of joystick control to 
accommodate various tastes. Tlie are 
opportunities to customize your vehicle 
after each racCr As In Nltro they Include 
fuel, speed additives and destructive 
c^pabjtitles as well as defensive shields. 
Tn comparison to Nitro Uie screens are 
less attracUve and far busier with the 
muiLiplicity of under and overpasses, but 
Lhe overall standard of feature design 
gives Badlands a distinct edge in novelty 
and addictiveness. Badlands plays over 
eight different and varied circuits which 
include exploding volcanoes, army stores 
and high security prisons. The drnne 
cars play strong tactics and improve at a 


legitimate rate. Unlike Nitro where run¬ 
ning out of fuel disqualifies a racer, Bad¬ 
lands uses the Power Drift formula of 
needing to win the race to qualUy for the 
next course. Two losses are permissible 
before the game over sets up. Various 
useful objects appear in the Badlands 
courses such as spanners to buy new 
accessories or missiles to remove unwan¬ 
ted obstructions such as other cars or 
sceneiyv. There scems to be more point to 
the Individualistic courses In Badlands 
than to tile somewhat repetitive city 
scenes from Nltro. 

In the sound effects department Nitro 
has far more interesting noises adthough 
Badlands runs more pleasant ditties dur¬ 
ing races. As with all Psygnosls games 
die loading screen music Is strong and 
has a heavy metal touch 
that makes watching Ltie 
load acceptable. IL is with 
such touches tliat Psygnosls 
scores over its opponents 
although I still feel that this 
may be at the expense of 
protracted gameplay. 

In coneluaiori I Uliilk it Is 
tair to comment tJiat each of 
Oiese games has something 
different to offer the pros- 
pectWe buyer. The compila¬ 
tion disk offers a good basic 
grounding In some almost 
classic car games. For Its 
price It seems excellent 
value to the newcomer 
trying to create a libniTy^ of 
different experiences Jbr 
Llicir hungry Ram chips. On 
die other hand ff veteran 
players have several of the 
games the box becomes an 
expensive luxury^ and either 
type of player will find that 
some of the games in the 
compilation are slightly 
dated. Nitro provides a chal¬ 
lenge for up to three players 
and may w^ell provide a Utile 
nostalgia for those who en¬ 
joyed David Carradine’s 


NITRO ~ Psygnosis's entry in the 
motor raciRCf stakes 

Death Race 2000. It will also appeal to 
sound and graphics bulls. Ttie play is 
quite adequate ev^en if a little lacking In 
control at times. Badlands provides an 
interesting challenge and an excellcnL ex¬ 
ample of the art of arcade conversion, if 
you en|nyed the arcade style then it is 
more than likely this will be to your taste. 
If it came to a choice I would probably 
come down on Uie side of Badlands as 
my personal favourite of these various 
packages If only for the fun cartoonlike 
way portions of are presentedn I could 
Indeed be tempted to spend monej^ on 
buying that parucular game. 

• GAMEPLAY- In ati of these was goad 
but sadly onhj one of them gives 
n}Q\ise control as an option Jor driulnp 

• SOUND 81 GRAPHICS - Each IDomark 
garm had gtxxl cofu:ersions from the 
arcade, the Psggnosis uxls as usual 
exceiient 

• X^JaDJCT - Each offers good value and 
playability, choice depends on user 
need^ 


SOFTWARE REVIEWED 


WHEELS OF FIRE 
Domark-Price £29.99 

NITRO 

Psygnosls - Price £24.99 

BADLANDS 

Domark-Price £24.99 



POWER DRIFT (above) 

arid HARD DRI\^N'Jrom Domark*s 

Wheels of Fire Collection 
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STRATEGY 



I mpcriuitj hi Ihc g^imc [ always wan¬ 
ted to write! It is of galactic scope. 
Involving politics and conquest, 
trading and trade wars, planetaiy man¬ 
agement and development, fleet develop¬ 
ment and ordering. It Is Just enormous. 
You are the democratically elected lead¬ 
er of yoLir empire. Your objective is to 
stay that way for a thousand years, or to 
conquer all the other computer directed 
empires first. To make it interesting you 
have a few challenges - you get old and 
die in a nunnaJ human lifetime unless 
supplied with copious quantities ol "Nos¬ 
trum", which Is found on only a few 
planets, you muvst fight and win elections 
every fifty years, or sooner if you choose, 
your subordinates will rebel, enemy 
empires will strike at your home planet 
and natural calamities will disrupt your 
plans. 

At the start of the game you have the 
planets of your home solar system, and 
subordinalcs to run these planets for 
you. Other subordinates must be appoin¬ 
ted to be ambassadors to the other 
empires, and In due cout^ to be fleet 
commanders. It is they who will negotiate 
trade deals, embargoes and military 
alliances al your dircelion. To mollvalc 
your people you can award Uiem with 
military or civilian offices, pay them 
money and give them Nostrum (when you 
have found some!]. Also you can impro^'e 
your planets by spending money on 
them. To start ^Itlt you have only two 



I 

miv< _ 
mnm^ 




mf um 



Title: 

IMPERIUM 

Publisher: 

Electronic Arts 

Price: 

£24.99 

Reviewer: 

Mark Evans 


Spaocerafl and one of 
your first actions 
must be to build 
more - and to start 
designing Improve¬ 
ments. These early 
craft will be used to 
explore the other 
solar systems in your 
gala^cy, and to colon 
ise any promising 
planets. In due 
course you %vill be 
able to build better 
ships, and then you 
can start, planning 
invasions of the oQier 
empires. 

This game sounds really great doesn't 

It? 


GAMEPLAY 

To expect anyone to handle a game as 
complex as this when they first boot it up 
would be stupid. However the game is 
well equipped to help the novice emperor 
develop his skills so you won't have to 
learn it all at once. You can select Qie 
standard of play of your opponents, and 
you can appoint subordinates to run key 
parts of your own empire and they vj\t[ 
do so fairly competently. 

Unfortunately, ihc impleinentaLion does 
not live up to ihe game concept. Play Is 
achieved by manipulating windowed lists 
of people, planets, fleets etc. That 
wouldn't be too bad If done wel] but 
it isn't- For example, one of the most 
frequent acLLoiis 1 Jburid myself 
doing was going one by one through 
a list of my planets specl^lng troop 
developments. The list of planets 
was quite long (about 7 screens) - 
and eveiy time 1 specified a troop 
development Qie planet window was 
closed, so for the next planet In the 
list I had to open it again and scroll 
and scroll and scroll and scroll and 
... yaviTi,. Uoing this for wery planet 
for efvery year of a thousand ycE’jTs is 
extremely tedious. 

The developers of tlie game have desig¬ 
ned their own windowing system. This 
has several nice usability concept's - 
howei^^er, my guess Is that the developers 
w'ene being pushed by a deadline and SO 
did not have time to check out the user- 
friendliness of their design. The difficulty 
described above Is typlca.1 of the type of 
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problem they have overlooked. 

Tliere Is an Interesting feature of the 
game (not intended by t.he developers) in 
that if a large number of troops are garii- 
aoned on a planet, then Hiat planet’s 
population is set equal to the number of 
troops. Also when carrying 64K (65S36) 
troops of a given class on one ship, 
adding one more resets the total to zero, 
which throws out Ltle whole population 
accounting system for tliat ship (and any 
plaj:iet it Is on]. 

In summary, playing the game after the 
first hundred years or so, becomes a bor¬ 
ing; and repetitive slog - which your re¬ 
viewer persisLed wiQi only because he lelt 
obliged to see It through. 

Not much use Is made of graphics - one 
quite excellent display of the galaxy 
(which can be rotated so that you can 
focus in on the area of space you are 
interesLed in) is the only use of either 
colour or of graphics In the whole game. 
(Yes, those boring lists are In grey and 
black and white only!). Not much to get 
excited about here. 

There are a few nice musical effects 
used to introduce the various reports you 
receive each game year. My review copy 
of the game crashed after a time if this 
feature was activated? So if you must, 
leave sound effects on for a year or so - 
but then disable Qiem. Ottienvise, make 
sure you make frequent saves. Tliere is 
no other use made of sound in the game. 

VERDICT 

imperiumls a great game concept, very 
poorly Implemented, Unless you are 
heavily Into grey and white, poorly design 
ned Itstjs with no sound to relie^'e the 
monotony - don't buy it.- 
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ROLE PLAYING 





^ m RLERTI 

f^HF Kcritatiift m vtticrs 

4Bf ii4 uiHfr helfwi 

«ii«* Vnit rush 
ta tiMK ctickiiit 
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■^-; clnas hlvaithl^! 

EI^l! ■ '*Ev»ic, «vacf^ thi 
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I "SeranklB* «r*-' 

ttiM battle is uvar. ankfars asu can 
blinb, the Mancfti piasna larps strike 
the PHIItCSSS's unshialtlatl thrusters. 
The helpless nerchsBt espludes in a 
flare ef ratliatian. 


tlon is more than satisfactoiy. On the 
other hand the moro interafitive' sections 
of the game, where yon find yourself ex¬ 
ploring the various space aiaLiuns and 
complexes^ arc very simple in appear¬ 
ance. Despite this, 1 do not believe that 
presentation Is intended to be a selling 
point of Space l<ogue. The market 
obviously aimed at is the 'role playing' 
genre of computer games - a sort of 
Dungeons and Dragons in space. It's 
obvious that the depth of gameplay Is by 
far the most important factor in a game 
of this type. I don't know how many of 
you can remember an old S-bit game* 
from around Jive years ago called 'Omnit¬ 
rend's Universe\ taut those who do will 
know' what to exf>ect from Space Rogue. 
It's an open ended, colossal. Interactive 
life simulation' w^here ex'ery'Lhing is de¬ 
pendant upon your acLions. 

In terms of gameplay, Space Rogue is a 
vejy time consuming game needing tJie 
investment of a great deal of time to 
make it fully w^orlhivhlle. When ^^ou begin 
the game you have absolutely no objec¬ 
tives or goals ^ apart J'rom eamirig some 
rnoney to suiMve. All your goals must be 
set by you. Any work done must first be 
found, and your reputation can only be 
built by your actions. 


ropping out ol hyperspace, you 
I H ^ course for the Lagrange 
station. Suddenly the klaxon 
screams out a warning, two Darts and a 
Corsair are heading rlglit tow^ards you. 
riratesl You rol] bard to a%^oid the in(!om- 
ing enemy lire, one of Uicir shots hits and 
takes out your rear shield. Spinning to 
protect your stem you launch a heat 
seeking missile. It seeks out the Corsair 
and destroys it totally, vapourising It Into 
space dust. Stunned the remaining pi¬ 
rates flee for deep space". Thus begins 
your life as a space pilot in Space Rogue - 
a good St ait, apparently you have Just 
seriously annoyed some of the most 
notorious pirates in the whole universel 
But ntrt^er mind, they'l] soon get over it 
tyou hope). 

In Space Rogue you can become an in¬ 
terstellar trader, pirate or bounty hunter. 
You pilot a highly advanced scout ship 
wrhlch you lake from star system to star 
system burring and selling cargo and 
lighting olf the enemy pirate siiips. As 
you play (it boasts on Itie packaging) you 
become entangled In a web of InterstelJar 
Intrigue. 

On superficial inspection Space Rogue 
appears to be yet another variant on the 
Ltlciiic of games initiatod by Elite all 
those years ago. As Liie game manual 
says - '"Space Rogue Is not just a space¬ 
flight combat simulator, it’s a role play¬ 
ing game". As you take on your Tole' as a 
space pilot you do other things besides 


Title; 

SPACE ROGUE 

Pubiis^er; 

Origin 

Price: 

£24.99 

r?eviewer: 

John Davison jnr 


just piloting your 
ship. In order to ge3i- 
erate the funds to 
keep your ship in 
working order you 
must develop a 
career lor yourseif to 
generate income. On 
your travels you will 
meet, many different 
people and talking to 
them can lead 3^ou to 
pcrformirig inissidris 
which could be very 
lucrative for you, 

Alfemativeiy, the 
vari{}us folk dw-clling 
in the outposts of 
cmllzatioii may just have some informa- 
don which you need. 

Just as Ln games such as Elite, every 
thing you do Wiil have an effect on future 
events. In effect, you develop a reputa¬ 
tion which you carry with you, something 
w^iiich most of the games characters will 
have heaj'd of. So, for example. If you 
encounter a conflict between a pirate and 
simple trader while pat rolling the star 
system, whoever you opt to 'side" with 
will have a direct inllucnce Oil yOur repu¬ 
tation. Tliis in turn wiU effect the way In 
which people react to you In the future. 

Space Rogue Is a vast game wiiich in¬ 
corporates many different types of game¬ 
play. Firstly Ihcrc is ttic 'Elite' type space 
conllicL sequences ■aIIIi their smootfi 
tliree dimensional graphics. Along 
with this there is the exploration of 
star bases and mining in stall aticins 
which take on l.hc simpicr form seen 
in other Origin products such as the 
Ultima series of role playing games. 
It is within these parts that you 
have the opporiunitj' to commiml 
cate and hiteract with other charac¬ 
ters. Also in these scertions you have 
the opportunity Lo play TIive\ an 
arcade game you'll And dotted 
throiigliOLit the galajy'. Dubbed as 
the the '’most popular game in the 
nnlv^erse", it adds a pleasant and 
different 'twist' into a game which is 
full of surprises. 

In terms of presentation, my view of the 
game varies. In some sections the 
graphical are of a very high quality. The 
most notable 'section' being the space 
combat sequences, wdhcll is really Slickly 
done. Ttie animation is smooth and the 
response of the game to fast joystick ac- 


9 SIGHT AM) SOIZND - t}ie presentation 
varies from good io bad bat ouerufl it's 
more itort adequate for a game of this 
tgpe 

# GAMEPLAY - very rriuch a game you 
have to *get inio' 

• OVERALL - if you like role playing 
games you'll loue this 
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WORLD 



THE 

WONDERFUL 
WORLD OF 
MUSIC... 
CREATE IT, 
PLAY IT OR 
JUST LISTEN 
TO IT 


W hen Atari TitsI announced 
the arrival of the XE and 
ST ranges, at the Las 
Vegas Computer Entertainment 
Show in January 1985, they stole 
tJie computing headlines with de¬ 
tails of an exeitiiig new machine 
designed especially for the bud¬ 
ding musician. The 8-bit 65XEM 
was reportedly based on Atari's re- 
volutionaiyr (but as then, unfin¬ 
ished! AMIE sound ehip and "capable of 
emulating speech and singing with un¬ 
precedented accuraejf’. Alas, in common 
with so many of Atari’s most potenlially 
breath-taking projects, the prototype 
XEM (along with a portable XE, 1JOST 
and several other peripherals] was never 
made publicly available. All hopes turned 
to the ST computers which were certain 
to appear in one form or anoQier and, as 
JackTramiel promised, would offer pre¬ 
viously unthinkable "power without the 
price’. 

The ST arrived in Britain "for rear to an 
enthusiastic reception. Ttiose who tiad 
called for a computer aimed at the busi¬ 
ness market were Impressed with tJie 
machine's large memory and "Mac-alike’ 
GEM environment. Games players could 
look forward to the prospect of some 
amazing graphics, programmers couldn't 
wait to start tinkering with the all-power¬ 
ful 68000 microprocessor and serious 
musicians could ncm^ buy a complete 
MIDl-compaUblc micro for the smallest 


outlay ever. Perhaps the only disappoin¬ 
ted audience were those who had urged 
Atari to equip the ST with a decent in¬ 
built sound source - instead the 
machine's YamaJria YM2 149F sound chip 
offered little better performance than its 
8-bit predecessors. 

ForLunately Atari enthusiasts are a re¬ 
sourceful lot and, over the years, have 
succeeded in creating music and sound 
on the ST that most would not have 
thought possible. A wander through the 
ever-expanding PAGE 6 ST Ubraiy^ has 
convinced me that the STs sound chip 
really can't be that had after all! 



Sl-ATO SAAfPLES - e-xceUent Midi tunes 


MUSIC STUDIO 


Activision's Music Studio is a relatively 
cheap and consequently popular com¬ 
position tool that can be used to create 
tunes for play-back tlirough a MIDI in¬ 
strument or the STs internal sound chip. 
If you're musically minded It's possible to 
produce some excellent results but If you 
can’t teU D Minor from a Morris Minor 
then a small amount of assis tance could 
be needed? In the Public Domain there 
arc dozens of ready-made times and the 
great advantage is that you don't need 
MIDI hardware or even the Music Studio 
software to play Uiem. On MUSIC STU¬ 
DIO SONGS 1 you will Jind around 
fony^ titles Including Chariots of Fire, 
classical pieces from Holst and Bach plus 
a collcciion of tunes from the "Children's 
Corner’. Ttiere'a also a conversion utility 
that will take Music Studio files from the 


Amiga and transform them into ST 
format. 

If you don't have Music Studio you will 
need a program to play the songs - a 
good one Is The Record Player on a disk 
named, appropriately h MUSIC STUDIO 
PLAYERS. Record Player will let 
you place any number of song flies into 
an 'album' which It subsequently loads 
and plays in Lhe specified order. Control- 
key options enable you to interrupt the 
sequence to jump songs or stop altoge¬ 
ther if you need to, and albums can be 
saved for future use. The disk contains 
several other players for MIDI users (see 
Jotm Dailson's column for the 
latest MIDI info?) and another col¬ 
lection of great Lunes such as 76 
I’rombones, La Bamba and Bridge 
over lYoubled Water. As if that's 
not enough to keep your ear 
drums occupied there are FIVE 
other song disks in the libraiyr! 
Unlike die hrsl compilation there 
is a player on each disk so you can 
listen to the tunes straight awav. 

MUSIC studio songs 2 alac 

oilers a neat utility' for porting 
AMS Hies from the S-blt Atari to 
Music Studio on the ST. All you 
need l&Tarl-'l^lk from PAGE 6 
(plus an 8-bft Atari, of course!! to 
transfer all these great tunes from 
the 8-bit PD disks. At a rough estlrnate 
there are almost four hundred songs on 
the seven disks I've mentioned above 
(and there are hundreds of AMS liles in 
tlie 8-bit libraiyj - so whatever your 
musical taste, there has got to be some¬ 
thing liere of interest! 

MUSIC CONSTRUCTION 
SET SONGS 

Similar In nature taut dlflbrcnt in style. 
arc those song;^ produced using the 
Music COfislruction Set. fiCUSiC CON¬ 
STRUCTION SET SONGS 1 is a col¬ 
lection of 35 tunes which can again be 
played through MIDI or your monitor. A 
menu-based player is supplied on the 
disk so there's no need to own the com¬ 
mercial application. Some of the best 
tunes Include Axel F, Flight of the Bum¬ 
ble Bee and Michelle [ma Belle). Another 
good song collection Is MUSIC 1, this 
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Lime presented as accompaniment to a 
contLnuous slide show. 'ITie follow up, 
MUSIC 2 - SYNTH SAMPLES fea¬ 
tures many more tunes and loads of pic¬ 
tures in the same format and as if that 
wasn’t enougli, MUSIC 3 - SYNTH 
SAMPLES II has over thirty morel 
Ttiese disks demonstrate quite clearly 
that with the right touch the STa humble 
sound chip - coupled with some nice art¬ 
work - is capable of generating excellent 
entertainment r 

DIGITISED MUSIC 
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TTic player on 
MUSIC mVDIO PLA^RS 
that enables you to create 
your omrt nlhLons and 
play them fhnoaph the 
monitor or a Midi sy rtfh 


Digitised music demos are always im¬ 
pressive but they often demand large 
amounts of memory (for example, S'EX¬ 
PRESS Is a superb continuous sample 
requiring one megabyte) and are relative¬ 
ly simple to producen if you've access to 
the necessary hardware. To stand out 
from the crowd, tlie demos have to be 
REALLY good! Some that fall Into this 
more exclusive category are MEGA- 
BANG. THE PRISONER (a great 
soundtrack from the weird sixties' 
serlesl) and PUMP UP THE VOLUME. 
My personal lav'ourite Is the sampled 
music section of the THAllON SOUND 
DEMO which features an amazing wr- 
slon of 'Axel F as well as three other 
brilliant tunes. Elsewhere there is sound- 
chip music galore from well-known com¬ 
puter ^mes and some stuimtng 
graphics. Get this disk If you want to 
show people how good the ST really is! 

STEREO SOUND 


Alan’s answer to criticisms of the STa 
internal Yamaha sound chip is the R-bit 
stereo pulse code modulaUon system fit¬ 
ted to the STE^ If you have an STE and a 
stereo monitor [Philips have recently In* 
troduced an updated version of the 
CMe833 so It’s likely that remaining 
stocks of the old model will be available 
more cheaply) or a conveniently situated 
Hi-F! with phono inputs you can now 
experience CD-quality stereo music. At 
least, you can If you have the all-Impor¬ 
tant software that’s needed to drive itt At 
present there are only a handful of 
demos across the ^^adoua PD libraries 
and a few commercial programs boasting 
STE support. The ATARI STE DEMO 
has some reasonable graphics and a fair¬ 
ly sliort burst of excellent stereo music 
but hopefufiy there will be more to offer 
soon when Atari begin to phase out the 
older machines. Incidentally, problems 
with the initial supply of 5TE’s - ranging 
fromTOS tatigs to serious difficulties with 
the DMA port - should almost certainly 
be eradicated with the latest batches^ 
"there arc now plans for a Mega-STE and 
a new 'standard’ T05 providing many of 
Lhe features of Neodesk, so the STE's 
future looks promising. Unfortunately; 


mine is presently away for re* 
cuperalion after a sev^ere 
bout of powerfallureitus 
(perhaps If caught somcQiiug 
off Peter Hickman'si) - if only 
everything in lile was as reli¬ 
able as an 800XL ! 

SOUND 

TRACKER 


One application that does 
have an option to make use 
of the STE’s stereo sound is 
'Caretaear’ Anders Nilsson's 
TCB Soundtracker, which made Its debut 
at last year’s CES at Earls Court. Tbe 
Soundtracket can turn your ST into a 
four channel music symthesiscr, drum 
machine and mixing studio uittioul any 
special hardware and works by playing 
digitally sampled sounds which you can 
either create using Microdeal’s Replay 
Cartridge (not supplied!) or obtain ready¬ 
made on disk from the publishers. MPH. 
A review of the commercial product 
appeared in the last issue of ATARI 
USER but if you stUl haven't decided 
whether or not to shell out forty pounds, 
the TCB SOUNDTRACKER demo disk 
must be an essential acquisition! Die 
demo Is an early development %^crsion 
and Is missing some of the features (such 
as MIDI and stereo modes) of the final 
release - but It’S sUll surprisingly func¬ 
tional. Unlike copies which have found 
their way onto the cover disks of certain 
ST magazines, the disk in the PAGE 6 
library Is packed to the last sector with 
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MEGABANG - one of tha just icelL mixed 
dipifaf samples graphics 


samplesH songs and ready-buHt modules. 
There are also separate versions for half 
and one megabyte machines (it wUl tun 
on the 1040STE but apparently not the 
520]. You can treat the Soundtracker as 
a brilliant sampled music demo using the 
modules supplied or you can load in the 
samples and use the STs keyboard to 
compose and record your own music. 
Either woy, it's a whole load of funf 

SIGNING OFF 


AnywayH that lot should keep you occu¬ 
pied for a wbilel Don’t forget to check the 
box below if you want to obtain any of 
the disks IVe mentioned In this article. 
Next issue’s topic has yet to be decided 
so If you would like to see someliiing in 
partlcularp all you have to do is write and 
let me know .... 


HOW TO GET THEM 


AH of tfw diaka featured In PO miltaam aveHath iront the PAGE 6 ST lOiraly. filfA « uniqua ralwnee Bade 
wMeH ywf thatild uas wtien ttrOariiiff *r mtkltfff tfiquMea. Pleaaa contact PAGE e H ycu rSM'l t eepy of 
tnmt Accastcry SHop teatleta and check the system retjUl/emanU for each disk. THE PAGE S CATALOG DISK 
conteining d folltltt Of dl9k Puma* conteirta ia avatleble from th6 IHKaiy, prfcadat £1- Tfic referred to 
In Ihia ertlclB are: 


STB - MUSK T STf 

STS3. MUSIC 2 SYNTH SAMPLES STIBS 

ST74 - MUSIC 3 SYNTH SAMPLES (H ST211 

S7»4 - MUSIC sn/uro songs ? ST217 

ST10S. MUSIC STUmO SONCS 2 ST24S 

3T121. MUSIC STUDIO SONGS 3 ST2S6 

ST13£ - MUSIC STUDIO SONGS 4 ST337 

ST13S - PUMP UP THE UME ST343 

STTS4 ■ MUSK CONSTRUCTION SET SONGS 1 STS36 


' MUSfC STUDIO PLAYERS 

■ MUSfC STVOfO SONGS S 

■ MUSIC STUDIO SONGS B 
ATARI STE DEMO 

■ THE PRISONER 

■ TCB SOUNDTRACKER 

■ THALKW SOUND PPHO 
- ^'EXPRESS 


Pfieea for slandarti disks are £2.SS emcH or £2.50 oaeh for tan or mere. 
Write to P'4 Gres, P.O. Box S4, Stafford, STIS 1DR 
Telephcne 07SS 2 f 3928 or FAX 07BS S43SS with credit card orders. 
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ST GAMES ... ST GAMES ... ST GAMES. 


NIGHTBREED 

THE INTERACTIVE MOVIE 

ihc film itself be¬ 
gins, with the 
hero, Aaron 
Hoone. bein^f told 
of □ series of brut¬ 
al liiLirders by his 



T his game Ireirri Oeeaii 
Soi'tware is based 
upon the recent illin of 
the same name, which In turn 
was an adaptation of Clive 
Barkers exeellent horror story 
‘Cabar/Tlie game is veiy dilTe- 
rent from other film based 
games In two major respects. 
Firstly, It Is not simply a lad¬ 
ders and platforms game 
which happens to haie the 
Minis characters in it. Second¬ 
ly, It Is actually veiy^ good! 

You %vlli notice that the 
game’s title Is ^[Sflghtbreed - 
'rhe [nteractive Movie', and it 
is the way in which the game 
represents the stoiy^ which is 
quite odgina]. In terms of style 
the game is veiy similar to 
such classics as iJ^efender of 
the Croi^Ti' In that you take 
part in an ongoing story which, 
is represented graphically 
Lfiroughout. Howe\fer, in this 
case the 'stor^r’ is Qie stojy of 
the film. The game begins as 


analyst, Doctor Decker, lliese 
misrders were allegedly com 
m It ted by our hero and he is 
advised to tnm himself in to 
the police. From here oii all of 
die iiiajor events of the stojy 
are covered, from Boone’s en¬ 
counters with the evil misk', 
to his acceptance into the 
'Nightbreed'. This is an unholy 
gathering of misMLs not fit Ibr 
heaven or ficll, who thrive in 
their own community away 
from humanltj^ 

Your aim is to control the 
events of the sLory^ by simple 
interaction. Control is mainly 
by mouse and you can 'click" 
on various choices throughout 
the game. At Intervals there 
are opportunities to enter into 
a more "action' oriented en¬ 


vironment were you have a 
more "hands on" type control 
{}f ewents. Such instances are 
your encounter with the knife 
throwing evil 'Mask', and 
when you enter the lah^iinth 
of Mldian. the underground 
domain ui the Nightbreed. 

[n terms of presentation, the 
game is superb. Ttie pictures 
are well drawn and recogniz¬ 
ably based on the film. Kqiial- 
ly, the sound consists of some 
superb sampled sound eJTects 
and music - veiy impressive. 
Overall, Nightbreed Is first 
rate, however. It does come on 
three disks, and if you do not 
have two drives, the process of 
disk swapping is a pain and 
can slow the game down enor¬ 
mously. 



FACrS 


Titl0: NIGHTBREED 

Publisher; Oceon 
Price; S24.99 

Reviewer: John Davison jnr 


$I0HT & SOUND 


Tf}» graphics are /onfosHc * 
w&fi drawn, moody, and recog- 
niiabls from film. JhB sound 
is oisQ of a very high standard 


GAMEPLAY 


I thofoughiy enjoyed pfaying if. 
it j's easy fo confroT and safis- 
ty/ngfy varied. On a single drive 
system gamepiay is spoilt by 
disk swapping, though 


VERDICT 


i am a big tan of both the book 
crrKl and was pteasantiy 
surprised by the quatify of this 
game, if foilows the mm weii 
and is sirifcih/y ovr^rnal in style. 



SKYSTRIKE r 


feels better. 

As a fan of the 
original f was 
most pleased to 
see tliat many en- 
haneeiiicrits have been made 


FACTS 

Title: 

SKYSTRIKE + 

Publisher: 

AtlonNc 

Price: 

i6.99p 

Reviewer; 

Damon Ho worth 


SIGHT & SOUND 


(iowing and highly mlwtaining 


GAMEPLAY 


Newly sampled sounds add 
extra dimensions here, the 
graphics are yery strong 


VERDICT 


Exceileryt. if you enjoyed the 
origirtoi go out and buy this 
yesterday 


T he 1940s return. This 
package will be famil¬ 
iar to all members of 
the STOS Users Club since It 
was written by tlieir leader 
Aaron Fotherglll and Is the im¬ 
proved update to the Skystrlke 
game found on Games Galore. 
Fondly remembering the pro- 
Lolypc I waxe<l my handlebar 
lEioustache. put on the Biggies 
scarf and goggles and took a 
spin In this riewly improved 
Spitfire XIV. 

For those ivho played the ori¬ 
ginal Lhere is no change in 
either the control mechanism 
nor the humotir. What, they 
will find to their pleasant sur¬ 
prise is that the sounds are 
now sampled with far better 
ellect and that the scrolling 


to Qiis version. There are 
many more screens and mis¬ 
sions to take part in and tfie 
bad gu^rs seem somewhat 
smarter and a lot more deadly. 
For some reason the fuel 
seemed to bum aw'ay faster, 
obviously this new model does 
not have the "green* preten¬ 
sions of earlier models. Mr. 
Fothcrgiirs seiise of humour 
sfiows Ltirough both In the in¬ 
structions on and off the disk 
as well as the new^ bonuses 
that appear in the form of 
spacecraft chat gives useful 
additions to higli flyers and of 
course in the shaj>e of dead 
enemy planes. 

The graplilcs arc still as good 
as they ever were but now 


there are more backgrounds. 
Carriers are now to he found 
within the games confines, it 
is perhaps not wise of me to 
unfurl to many more secrets of 
this game since there are so 
many surprises it is rather 
like reading an Agatha Christ¬ 
ie Lome. 

TTie packaging even has a 
New Atari User quote on the 
back by my colleague F^tEr 
Hickman which actually re¬ 
lates to the original but ap¬ 
plies to this souped up version 
even more so. My feelings 
would he that It is now not 
Just "'infuriatingly addictive" 
but that it gives an akiioSL uiv- 
stoppable urge to play and is a 
conglomerate of fast action 
and good humotir rarely found 
in an an:ade game at this 
prif^e IcTr'cl. 

I do not liesitate in suggesting 
you gcL out there and buy it 
now. 
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1HE CUKE Of M 

Y OU have been turned 
into a beetle because 
you didn't make 
enciiigh sacrlllces tu Ra. Scat¬ 
tered across the screen arc 
numerous smaJl tiJes marked 
wtlh. Egyptian symbols; some 
are lixcd, some you can ride 
on wItJl your joystick-ronf jol- 
Jed beetle. If two similar tiles 
are In line you can destro>^ 
them by pressing the button - 
clear all the tiles and you get 
the password to the neJct. leveL 
Extra features complicate 
matters: Ice Ulcs; Teleporters: 
cnimbltng Traps (these must 
all be destroyed)^ Movers 
which glide across the screen 
when unblocked: and Targets 
- only destroyed by Movers. 

'I'he Curse of Ra ia two games 
in one. ^llie Logie Game con¬ 
sists of 100 levels where your 
main challenges are: finding 
the iiiov'cable tiles: making 
sure you don't strand yourself 
or get blocked by the Movers: 



I enjoyed the Logie Game, 
although [ did find most levels 
to be relatively easy once you 
have mastered the basic con¬ 
cepts and it got a bit repetitive 

-1 think it needs a lew more 
variations or clever ways of 
using the existing features to 
make it as good as Bombuzal 
or Tower of Babel. 1 also found 
the choice of colours to be very 
poor - all the symbols are yel¬ 
low [Including Ice, Traps and 
'fargetsl so that It is quite 
hard to see v^hat Is going on. 

Ttie Arcade Game is an in 
teresUng challenge but I found 
It very^ frustrating dial you 
could die so easily just by Uie 
slightest move of the joystick 
off the edge of a tUe or by the 
slightest hesitation. 


and getting back to 
the starting tile Lo 
complete the level. 

Once you have 
mastered the COn 
eepts you can have 
a go at tlic Arcade Game. Now 
you Iriave aH the problems of 
the Logic Game PLUS limited 
tJme^ limited number oflivesH 
and the ability to walk off the 
edge of a tile and die In the 
void. Fortunately you can grab 
coins whic]:i lly across the" 
screen and using Lhern in the 
end-of-level shop to buy 
goodies like: 30 secojids flight, 
a minutes extra time and re¬ 
move a pair of Hies which are 
not in line. You can also Save 
your position at certain 
stages. You have to survive 
ten levels (randomly chosen 
from another 75) to win. On 
top of all Ltiat you get an Edi¬ 
tor so ttiat you ean design 
another thirty levels of your 
own as well] 



FACTS 


Title; THE CURSE OF RA 
Publisher; Rain bow Arts/ 
SofEgold 

Price: £24.99 

Reviewer; John Sweeney 


SIGHT & SOUND 


Good graphics - spoiled by a 
iOLTSy Choice of coiours - nice 
fanfare whenever yotj finish a 
ievef 


GAMEPLAY 


Some SKcelfenf puzziB ieveis 
and o very eftaftenp/ng arcod# 


VERDICT 


Logic, Arcade and tdtfor make 
it good value for money if you 
tike coneepf - noi every- 
one's cup of tea 




SPELLBOUND 


sis/ Psyclapse 
software due to Its 
exceptional quali- 
Ly. The games 
have always been 


FACTS 


Title: SPELLBOUND 

Publisher; Psyclapse/ 
Psygnasrs 
Price: 519,99 

Reviewer: John DaviSOn jrir 


SIGHT a SOUND 


The gfophics are intncafely de~ 
foiled and colourful although 
they are rhot iyplcai of Psygno- 
sis' style. The sotrn<^ is fairiy 
poor by comparison 


GAMEPLAY 


Very good os a two piayer 
gams, buf O ^OtfCrt on the duii 
side for a singie player 


VERDICT 


Nat their besf release, bid far 
from bad 


usL as you are about to 
advance a grade in the 
school of magic,, your 
tutor manages to go and get 
himself kidnapped [ Your task 
Is lo rescue him or else you 
will ne\fer be able to graduate. 
To reach tUin you must jour¬ 
ney through elgfit dllleronL 
dangerous lands, eacJi con¬ 
taining many hazards. On 
your journey you must collect 
objects and spells which will 
help you in your dilemma. 
Along the way you wOl en¬ 
counter a vast number of uii- 
Irlendly adversaries and yoti 
have no choice but to use your 
limited magical powers to try 
and light tfiem off. 

) have for a number of years 
now been a big fan of Psygno- 


well presented and superbly 
produced and Spellbound is 
no exception to Tlie 
packaging is, as ever, of the 
highest quality - you actually 
get an inslrucLion book, some¬ 
thing which not many soft¬ 
ware companies botlier wilbi. 
The game itself Is, however, 
not up to the usual standard 
in my opinion. The concept, 
for a starts is far from original, 
lire game Is basically a multi 
screen aicade adventure 
where you guide your little 
character around a series of 
platibrms searching for 
various artifacLs. It's not ex¬ 
actly a new idea is it? The only 
saving grace In terms of ori¬ 
ginality^ is that you can actual¬ 
ly play a two player game 


where a pair of you can do 
battle with tlie hordes of hell. 

Graphically Qie game is veiy 
bright and colourlul but deli- 
nitely a very different style 
from previous Psygnosls re- 
leas-es. In the past we have 
been presented with large,, 
bold, and beautifully shaded 
sprites which became almost a 
trademark of the company. 

The characters hi SpeDbound, 
however, are small and finely 
detailed The^^ are still very 
good, but Qtey somehow do 
not look as professional as in 
games such as Barbarian or 
Blood Money. Tlie backdrops 
though are really excellent. 
They arc colourful and a great 
deal of attention has been 
paid to detail. The sound on 
the other hand Is no great 
shakes, just about adequate. 

The two player option Is the 
best feature and adds consid¬ 
erably to tlic game's attraction. 
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W OF DEtlH 


I picked lip my Joystick 
and gircletl my loins for a 
mighty shoot em up of the 
proportions only fantasy can 
offer, 'llie opening music and 
loading screens kept my appe¬ 
tite high. A German firm l had 
not come across before and all 
the best loading features - this 
could be good? 

As the drive chugged I read 
the background that I was 
Sagyr the Soreerer trans 
niijfed to a bat by evil Xandril- 
lia (why do all vlllahis seem to 
begin with an X I idly wem- 
dered). It Is my quest to regain 
my lost shape by ilyLng along 
and Tapping her minion.? in¬ 
tent on bat buttles for tea. 

At last the game was loaded, 
the screen was very^ colourltd 
with excellent art work, I was 
ready to begin. Joystick cun 
ningly turned to Auto fire 
since the instructions point 
out this game Is for shooting 


SIGHT & SOUND 


Jh0 graphics ors vsry good, 
wiih 5pfjY#s ond t&ckdrops 
b^ing nk:e!y drawn, ffi# sound 
is not so hoK adequafo 


GAMSPLAY 


This is a v&Ty addiettvo game 
which invofvei o bit of fun 
and o PH of concentration 


VERDICT 


A reiease from Ocean. 
Htghfy commendabie 


every thing that 
does or does not 
move, om sped. 

My early success 
was niarvellous as 
1 found bonus disks that gave 
me flame breath at hlgli 
power^ the speed and smooth¬ 
ness had me eriLhralled. then 
Just a.s 1 was settling into all 
this mayhem the game stop¬ 
ped. I surmised it had 
crashed, I cursed Qic cat and 
tried again. 1‘his kept happen¬ 
ing. the cat had left Its accus¬ 
tomed pesLtion atop the moni¬ 
tor and I turned off the Auto- 
fire. 

'nie game did not crash, I 
managed to limp past the 
crash point but without the 
resourceful button I did not 
proceed past the ae™nd level. 
This is a difficult ond fast 
Shoot-em up and I loved It. 

Hie feel is of a fantasy Xenon 
with all the bonus buttons to 



FACTS 

Title; 

WINGS OF DEATH 

Publisher: 

Thaiion GmbH 

Price: 

£24.99 

Reviewer; 

Damon Howarth 


■storcH there would wen appear 
to be small problems to solve 
in flight, 'rhe game has ev^eiy^- 
Ihiiig except autolire compati- 
bllltJ^ SecrcUy this pleases me 
since [ have seen too many of 
these good games ruined by 
coritinuous blasting. Sadly my 
new joystick has consigned it¬ 
self to yet an{3drier pile of mol¬ 
ten plastics from over use and 
my thumb is undergoing long 
term resL from button 
pushing. 

I can tlioroiighly recominend 
this game to any shoot 'em up 
lover as a strong test of their 
devotion to the ait. Etemember 
to keep your autofire off and 
pleasure will be yours, get out 
tfiere and pester your supplier 
to get this for you. I loved it. 


S/ewr & SOUND 


Laud and artisficaHy sfrong. 
good f/x and wefl merde 
smooih sprites 


GAMEPLAY 


fast, funou$. eni^rfaining. ex* 
p/o emit a littls probSsmaWc 


VERDICT 


One of the besf shoot em 
upSr tfMt yourself to Iffiis 


FACTS 

Title: 

PLOniNG 

Publisher: 

Ocean 

Price: 

£19.99 1 

Reviewer: 

John Davison jnr 



PLOniNG 


A nd now for something 
which is certainly a bit 
different. The object of 
this fairly simplistic game is to 
reduce the iiuintaer of blocks 
on the screen to less than a 
pre-ddlned target number 
within a preset time limit. This 
target number begins at nine 
and changes as you progress 
through the levels. The blocks 
can be eliminated by hitting 
them with the same type of 
block, either from in Iront or 
from aboi^e. When you manage 
to eliminate a block, the next 
Ijlock in the same direction 
will be thrown out. If you hit a 
line of the same type of block, 
ttic line will be eliminated, 
Tliere are four basic tyjx^s of 
block - green, red, black, and 


blue, and they are 
laid out on the 
screen in a prede¬ 
termined pattern 
for each level. 

In many w^ys it is possible to 
liiid many similarities between 
Plotting and the ancient, clas¬ 
sic Peng>r. Both games invoke 
the movement of blocks and 
are equally as enjoyable. Plot¬ 
ting however does involve 
some degree of complexity as, 
after tlie first couple of levels, 
the process of knocking out 
the blocks becomes more and 
more of a challenge. You con¬ 
trol your little hlob' shaped 
character up and down the left 
hand side of the screen and 
you can throxv the blocks 
across the screen however, in 
some instances, you will need 
to throw them in such a way 
that you hit oilier blocks from 
above. You do this by bounc¬ 
ing them off angled parts of 


the backdrop, thus causing 
them to change direction. 

The playing screen Is split 
Into two halves, enabling you 
to play a simultaneous two 
player game w^herc you can 
race each other through the 
various levels. Not only this, 
taut there is also a construe- 
tfon kit, where you can build 
and save your own levels,. 

The graphics are very good 
indeed. They are colourful, 
and detailed in appearance. 
'^The ‘blobs' which you control 
are amusingly antjuated and 
the backdrops are bcauLiliilly 
drawTi, giving each level a uni¬ 
que scene. 1'he souiid is oi 
mediocre quality but is quite 
adequate for the game and 
doe's not spoil the fun at all. 
PlolLing Is an e.xcellent game 
which is both enjoyable and 
addictive. No shooting bad¬ 
dies, no ideas pinched from 
films, just old fashioned fun. 
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GREMLINS 2 


Your task, as 
Billy, is Lu journey 
through the vast 
CJanip Plaza com¬ 
bating the savage 



M oat of you ulll have 
acL'ji (lie lihrL as It 
v^as a major success 
coimtr^Tvtde earlier this year, 
howef^'er, for those of you who 
don't know what it ia all 
about, here is a brief resume. 
Ttie new scene is set a nurn- 
taer of year's aller the original 
Gremlins' niglit of carnage. 

-Hie cute and cuddly Gizmo Is 
now back with his original 
master. However a number of 
incitJents Jind both Giziiio and 
the hero of the stor>^ Billy, in 
the vast building complex of 
the 'Clamp Plaza\ Here due to 
a number of accidental 
oceurrencres the Gremlin prob- 
leni begins again, however tliis 
time new terrors abound due 
to the Gremlins discovery of a 
science lab within the com¬ 
plex. In these labs they intoxi- 
eate themselves with stninge 
experimental liquids whieh 
change both tlicir fbnii and 
tlieir level of Ijitellect. 


hordes of Grem¬ 
lins, in, seareh of various parts 
wfiieh arc necessary^ to destroy 
Lhe little green guys. Occa¬ 
sionally you will llnd assist¬ 
ance In the form of the Rambo 
inspired Gizmo as he roams 
around kncieking out the oeca- 
siorial GrcmlirL However you 
are mosUy alone in your task, 
thus you welcome any 
w^eapons you can And. Hits 
startling armoury ranges from 
genetically modified tomatoes 
to torches which Tire' Lfircc 
enormotis beams of light. 

Basically the game Is little 
jiiore than a multi screen 
arcade adventure type game 
where you walk around in 
search of bits to help your 
quest. Evciy^ iiow^ and tlien 
yoti will have the opportunity^ 


to purchase a weapon from a 
shop which then becomes 
your default weapon'. 

The graphics vary conslder- 
abl>r in quality. There are a 
number of single pictures 
which are truly inci^ll>le. of 
particular note Is a picture of 
Gizmo after tlie game has 
loaded w^hich is superb, 
however the game screens 
themseh^es are quite primilivc 
in appearance, mosi of the 
graphics being blocks of col¬ 
our which are far from in 
spired. 1’he sound effects are 
superb due to the quality of 
the samples used, and it is 
these which give Uie game a 
certain degree of huniour. 

Overall Gremlins 2 Isn't bad, 
but It is far from original. 



FACTS 


Title; GREMLINS 2 

Publisher; Elite 
Price; £19,99 

Reviewer; John Davison Jnr 


SIGHT & SOUND 


Jlhe iound effecH ore very 
good ind»md. howmvmr fhs 
graphics onJfy mofett this quolh 
fyona couph of /name 

picfUFBS 


GAMEPLAY 


a i$ very like severat 
fhousand other games on lhe 
rrtarket - a bit tedious, tut not 
Ip point of frusfrafion 


VERDICT 


Jiisf another average ttim spin 
off 



FACTS 


Title; TORVAK THE 

WARRIOR 

Publisher: Core Design 
Price; £24.99 

Reviewer: John Sweeney 


SIGHT & SOUND 


mLiSfC 

wouidn’f turn off on my copy so 
the sound effects were a iittSe 
muted 


GAMEPLAY 


Chaiienging Bash-orn-up with 
plenty of variety arrd features 


VERDICT 


Well worth buying if you want 
mother high quaiity Hack - 
'n'Siosh to add to your coiteo- 
tioni 



TORVAK 

THE WARRIOR 


A nother Joystick-Driven 
I lorizontally-Scrolling 
Barbarian Beat-em-up 
^ the evl] Necromancer has 
east his shadow over the land, 
and armed only with your 
trusty double-headed axe you 
must set oitT from your ruined 
village through swamps, 
mountains and Jungles to 
reach his castle and face off 
against Ltic evil one. 

Along LflC way you Can find 
better weapons - Broadsword. 
Warhammer and Monilng Star 
- plus .Power Ups to make 
them do more damage - all of 
which you \^ill need to destroys 
Lhe countless hordes of Killer 
Wasps, Rockmen, Zombies, 
Scorpions, Barbarians. Wing¬ 
ed I dragon Bats, etc. which 


will tiy^ to stop you 
from fulfllling your 
quest. You can 
also find various 
Energy^ Orbs to 
restore your ailing healUi, 
Speed Ups to Improve your 
combat reactions. Extends to 
increase your maximum "hit 
points', Arm(3ur (temporaryO 
and Magic Potions which give 
you a few high power blasts 
from your weapon. Tlie Magic 
Potions are especially useful 
against the end of level mons¬ 
ters - Stag. Insectoidr 
Gryphon, Dragon, Serpent 
arid, of course, Lbjc Necroman¬ 
cer hlmselfl Hie action and 
monsters are well animated 
against a smoothly scrolling 
background and tlie game has 
a very^ good console' feel to it. 

Each of the live levels is 
broken down into a number of 
sections so that if you die you 
don’t have to start the level 


again - as long as you have a 
life " but there is no facil¬ 
ity for saving your game posi¬ 
tion or lor restarting anywhere 
other than the beginning of 
level one. 

Initially you will probably 
find it difficult to avoid getting 
]iit by the enemy in between 
the multiple bkiws you need to 
make to kill them, but you will 
soon learn how to leap back 
alter each blow so that you 
can remain unscathed while 
rcdijchig the enemy to lifeless 
blobs! Although most of tJhe 
action is Horizontatly-Scroli- 
iug, there arc nnmcnjus de¬ 
tours down wells or pits and 
back up via llft.s so that the 
game offers more than the av¬ 
erage beat-em-up. 

If you don't mind starting 
again every' Lime you lose a life 
then you should get many 
happy hours of mayhem out of 
I’oiv^ak the Warrior. 
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In which Peter 
Hickman brings 
you 

the winners of 
the STOS 
competition 

another review 
ofSKYSTRIKE + 

plus ... 

a great colour 
pallette routine 


W ell wliat ail issue we have this 
month, only crie program but 
it Is probably Ltie most versa¬ 
tile listing we have published!!E But be¬ 
fore all of that here is the news (and 
reviews!) r 


THE WINNERS 

The S'1T)S compelilion which we laun¬ 
ched a while ago is now well and truly 
aver. The winners should all have re¬ 
ceived the prizes by now (in fact they 
should have dropped thmugh Qie door 
just in time for Christmas). Of course 
what e^^erybody wants to know Is who 
won and what gaineii they uTmte. Well I’m 
not going to tell youl!! Ha, no only kid¬ 
ding. The overall winner is Fraser Ne¬ 
wham from Glasgow^ who wrote an in¬ 
furiatingly addictii'e version of 1 lun- 
chback. Second prize went to l^de Run¬ 
ner by Colin Cooper which is a very aocti- 
rate version of the old 8-biL game and 
tJiird prize went to Charles Briscoe-Smith 
who wrote a STOS version of Miner 
204£ter [it was slightly slow but could 
the oTlgina!!). My thanks 
must go to everybody 
who enlcred, especially 
those who didn't win a 
prlEC and of course 1 
must thank Richard 
Vanner at Mandarin 
and Aaron FnthergUl at 
Shadow Software for 
donating the prizes. Oh 
yes, you may be wun- 
derlng what is going to 
happen now that STOS 
Musician seems to have 
done a dramatic dis¬ 
appearing (or rather 
non-appearing) act. 
Mandarin have kindly 
rcplacred the prize with 
the complete set of Fun 
School 3 packages 
(Under 5Sh 5-7s and 
Over 7s). 


easily pass for 



Chris Payne from Maruiorin, Francois Lionet 
fright/, author of STOS, and Peter Hickman at 
the Computer Shopper Show (Peter Hickman 
is behind the camera!) 



AMIGA SOUND 
QUALITY! 

Things are looking up for S1X>S, remem¬ 
ber 1 told you about Francois Lionet writ¬ 
ing an extension which incorporated all 
of the AMOS music commands in STOS? 
It wTsrks! In fact not only does it work but 
it sounds nearly as good as the Amiga!f 
Basically the extension allows you to play 
AMOS music banks, or you can convert 
Amiga Soundtracker modules. It includes 
loads of new commands including VU 
MEiri’KR which allows you to read tfic 
volume of a sound channel (all FOUR of 
them!) and even Incorporates v-arlable 
playback rates. 


AND GREAT 
PIGGIES! 


STOS Vidi locks better and better. If you 
came along to the Computer Shopper 
Show^ on [>ecember 9tb you could have 
actually seen me playing with both STOS 
and AMOS Vidi. Hie STOS version is the 
most complete and allows the user to do 
cveiything which the original ROM BO 
softw^are allows you to do and morel! 
Some of the nice touches include the 
ability to load and save in PIT NEO. PCI, 
IFF. TNO„ SQU (STOS squashed piccies), 
PAC [STOS compacted pictures), and 
SC[^EN$ ail of which are automatLcally 
handled by a new extension. You can 
sequence your pictures into short illms 
using a comprehensive "Graphics lYack- 
er" and perhaps more importantly you 
can drive everything using Icons/SUder 
bars or keyboard shortcuts!! Altlioiigh 
almost flnlshe<l no lirm release date has 
been set, but I'm Sure you may see it 
appear arniind Februaiy7March. 

Talking of the Shopper Show, did you 
go? Did you meet Francois Lionet? He 
was there, and strangely very few people 
wanted to S]>eak to him1! Poor old Fran¬ 
cois. Stil! he Is committed to adding a few 
new features to S'l’OS over the coming 
montlis and as usual I wUl keep you 
infomied. 
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ENID OF BANK 


Review time. Remember a while back I 
reviewed a game by Shadow Software 
which was written in STOS? Now the 
game (SK¥STRJPffi+ } has been re-re- 
Jeased by Atlantis Software at a budget 
price of £6.99. llie game is based around 
a flip screen horisrontal and verticat 
shoot-em-up and entails controlling a Mk 
XTV Spitfire over 56 different missions. 
Each mission inv'olves completing a cer¬ 
tain task such as bombing enemy run¬ 
ways ^ fending off attacks from enemy 
planes and even performing stunts such 
as flying through railway tunnels!! 

The game has some marvellous touches 
which I cannot really reveal without 
spoiJirig the game for you ail (hint - fly as 
high as you can to trigger an essential 
and vejy^ humorous sequence of ev'ents). 
The graphics flicker a bit but this is a 
minor point, basically It^-s a vety nice 
game and well wortti the money. Most of 
Its value lies In the utlerly engrossing 
gameplay although the rousing tunes tle- 
serv^e a mention. ForJ;6„'99 you cannot go 
wTong, i-u&h out, buy It, play it and send 
me some hints 'cos it gets quite hard 
after about level 281! If you really want to 
tty^ before you buy a PD demo of Sky- 
strlke-K is available from Qie Page 6 PD 
library on the STOS COLUMN DISK 2. 
Another short revhew comes from a new 
software company called ARTEMIS DE¬ 
SIGN, I know It sounds like a dodgy 
after-shave that Aunlie Flo always sends 
you for Christmas but it is in fact an ann 
of E<lverdene PDL. The first release from 
this company is a budget priced art 
paerkage which has been wTltten in STOS. 
The package I received was in the middle 
of undergoing a few changes, so I had a 
nice printed manual and disk but no box. 

I am assured by AlJster Craig that by the 
time you read Ltiis all copies oJ' Lhe prog¬ 
ram will be available in nice boxes. 

The disk co-ntains two copies of the 
program, a eoniplled version for non- 
S'ros owners and an accessofy^ for every¬ 
body else. For £14.99 you gcL an art 
package which doesn’t have the nice 
brush manipulation features of Deluxe 
Paint but does contain lota of otfier ex¬ 


tras like a routfne to give access to tile 
512 colour palette, Tliis routine is put to 
use providing a Degas Elite type colour 
selection screen where all 512 colours 
are displayed for you to click on. 

It‘s quite hard trying to sum up all of 
tlic functions available from the art pack¬ 
age as it is so comprehensive, all of the 
usual functions are there including block 
cut/paste, spmy can, shrink/reduce. 

You can even use standard STOS fonts, 

VVhat can 1 say about this package, it's 
like that lager ad they keep running, it's 
good but not that goodf For STOS owners 
who wish to retain the integrated en¬ 
viron men L of STOS wlien de\« eloping a 
piece of software the program is perfects 
For £14,99 it's an ideal art package for 
those with a limited budget (it aJso 
loads/savcs in IFF & PCI as an added 
bonus). 


Tlie main rival (in terms of price at least] 
has to be Degas Elite which 1 am glad to 
say doesn’t fare Loo well up against ST 
Paint Master but when compared with a 
more expenstve package like Deluxe 
Paint you begin to realise that you get 
what you pay for - a fully featured art 
package which is Just a little lacking In 
some areas. 

LET’S HAVE A 
PROGRAM 

Okay program Lime. 'Hie routine pub 
lished here has been WiTltten by Tcrry^ 
Mancey who also wrote ST PAINT MAS¬ 
TER. it's actually similar to the 512k 
routine which comes \iith the art pack- 
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age but incoTporatf!!^ some more adv¬ 
anced fcaLures and is actually smaller!! 

To run the routine you must first create 
a bank from the data in TABLE T ttiis 
data must be typed Into the INPDA- 
TA-ACB program which comes onyotir 
STOS accessories disk, alternatively you 
can use the enhanced version which 
comes on the PAGE 6 STOS DISK 1 avail¬ 
able from the PAGE 6 PD librar^r. Save 
this data onto a nice blank disk (just in 
case something terrible happens!] and 
tlien enter PROGE^AM 1 ^ 

Before ] give you a line by line break¬ 
down of the demo- let me just give you 
some Information about using the 
routine (which can be dangerous). The 
basic Idea Is to construct a new series of 
palettes for each screen, each screen can 
be split into up to lOO palettes each two 
lines deep. Each palette is made up of 16 
colours and each colour value takes up 
two bytes in meJtlOly^ So to store a scL of 
100 colour palettes you would need to 
resewe a bank 5200 bj^es long fl6 
cols* 100 palette.s*2 bytes per colour) plus 
another 2 bytes to store a stop value for 
the inachinc code to reeogoise. For this 
demo I am going to split the palette once 
e\^ery four lines which means I only need 
to reserve a bank 1602 bytes long [L&cols 
pals "2 bytes +2). 


HOW IT WORKS 

LINE SOO Sets up a temporary bank to 
store our colour palettes, 

LINE SlO Starts a loop to fill the bank 
with colour data 

LINE 511 Dokes a random number for 
each possible colour, rncidcotally ^rou 
can actually go up as far as $FFF fur 
owners of the STE (lots of fabo colours fl). 
LINE Sl2 l^ops back 
LINE 520 Fhits a marker at the end of the 
palette data for the machine code to rec¬ 
ognise that the bank has ended. 

LINE 530 This line sets up the routine, 
you must pass some variables to the 
machine code for it to function properly. 
AregtO) must always hold the start 
address of the bank where the palette 
data is stored. 

Dreg(0} tells the routine how^ often to 


swap palettes lin screen liriesk you 
must always add L to this number. 
For example if I want to swap the 
palettes c%'-ery four lines I must pass 
five into Dreg(0). 

Dreg(l) lets you start the changes to 
the screen at any Line Ifrom 1 to 199). 
Dreg(7) Is a control register for the 
routine. Is you pass 2 Into it and then 
call the routine it startj?,, if you pass 3 
Into Dreg(7] the routine stops swap¬ 
ping palettesl 

LINES MO Calls the routine, waits for a 
key and calls It again In order to stop it. 

Well what do you think of that? Neat 
huh? I do love STOS- 


THE STOS CLUB 


Right now, before I pop off let me just 
tell you about the STOS crlub. If you are 
Interested in receiving a bi-inoiilhly 
newsletter (which toy a slteer coincidence 
Js published in between Issues of New 
Atari User!) then give Aaron Kotherglll a 
ring on 0271-23544, tell him where you 
Ibund Out about llic STOS club from and 
join up!! 


SKTSTRIKE4 
is iiDaTlaJife/roin 
ATLAJVTIS SOFTWARE 
26 STATION ROAD 
LONDON SE25 SAG 

ST PAItVT MASTER 

is doailaJile^/riiiin 

ARTEMIS DESIGJV 
30A SCHOOL ROAD 
TILEHURST 
READING 

BERKSHIRE RG3 5AN 


You can write to me as Jbllows; 

PETER mCKMAJV 

36 CLEVERLET ESTATE 

WORimOLTROAD 

LONDON 

W 12 0 LK 


STOS 

from PAGE 6 

NEW ATARI USER wants you to 
enjoy the delights of STOS with 
these special offers 


STOS BASIC 

The programming language 
you need to get started 

Recommencted price £29.95 

OUR PRICE C21.95 

STOS MAESTRO PLUS 

Add your own sampled sounds with 
this cartridge and software package 
Recommertded price 

OUR PRICE £49.95 

STOS COMPILER 

Turn your programs into 
ultra fast machine code 
Rocomniondod price £19.95 

OUR PRICE £14.95 

STOS SPRITES 600 

Add this collection of sprites 
to your programs 

Recommended price £14.95 

OUR PRICE £9.95 

GAMES GALORE 

Or just play some great games 
written toy others 
Recommended price £19.95 

OUR PRICE £14.95 

All these offers available to readers of 
NEW ATARI USER tram Page 6 Publishing 
Use the order form on page 49 or write to 
PAGE 6 , P.O. Box 54, Stafford, 5T16 1DF 
Credit card orders accepted 
by telephone to 0735 213928 
Of by FAX on 0735 54355 
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ROLE PLAYING 



T here: Eire four of you, elf, dwarf, 
mage and f]|?hter. Hie Jkie of the 
work! rests on your shoulders. 
Only YOU can search the dungeons of 
this strange world lo find the magical 
scrolls which will enable magic to flour¬ 
ish again. And only YOU ean discover the 
fate of the missing Dragons! 

You start in Qie town of Pegana with a 
little food and gold, a few torches and one 
srtiaU fragment of a map of the world - 
one of your prime objectives is to find the 
other eleven pieces so that you can 
understand various strange geographical 
references. Hic map builds up to form a 
superb full screen display of the world. 
The game ts completely mouse dilven, 
though you can use the numeric keypad 
for movement most of tlie time. In Pegana 
you will find pubs, blacksmidi, grocers, 
healer, university. toi^Ti hall and about 
25 houses, at about 13 of which someone 
will answer the door and talk to you. You 
will also find about a doxen people wan¬ 
dering around the town. Conversations 
are a little limited - the>^ say whaL they 
want and the only options you have are 
Show and Give. The inhabitants and 
pubs in the twelve towns will pro^dde all 
the information you need so that you 
kJlOW what to Show/Qivt to whom in 
order to progress. 

Near Pegana you will find two dungeons 
to explore if yoti feel read>^ for a fight! But 
first you might visit die nearby town of 
Dronibul (NE) to buy some cheap torches 
or look for seerret passages in the Tunnel 



Title: 

DRAGONFLIGHT 


Publisher; 

Tfialiorr 


Price: 

£54,99 


Reviewer: 

John Sweeney 



(Nl to give yourself a 
good start to the 
game [the password 
for the Tunnel IS in 
Pegana!), 

You flip between ac¬ 
tion icons and move¬ 
ment icons ulth tlic 
right button- the 
main part of the 
screen Is used for a 
number of diflerent 
functions; overliead 
view of wilderness or 
town; view ahead of 
dungeon corridors; 
side view of figjits 

and dungeon rooins^ text during conver¬ 
sations; menus ajld lists for buying, 
accessing your inventoiy?; preparing 
spells: etc. - all done with lots of lovely 
graphics. 

The Dungeons arc cnormou.s there are 
ovx‘r NlNETiy levels to explore in the ten 
main dungeons! F’ortunately there are no 
wandering monsters - you only have to 
figlit In Dungeon Room^s as some of ttie 
f>ungeons are YHRY difficult to map. 
There are 3-D mazes of small rooms and 
Staircases, teleport mazes, pits, and Rid¬ 
dle-Tongues which will not let you pass 
imfll you answer their qjtiestionsl 

You will also have to flglit your way 
through hundreds of rooms Inhabited by 
various Undead, Trolls, Gnolls, Kiiergy 
Balls, BaIrons, seemingly invailnerable 
Statues, and Cirystal Guardians which 
instantly obliterate those who enter 
unprepared I Th e figlits are done 
with a side view of your guys on the 
left and up to four baddies on the 
right. You use your rnov^ement 
points to move, hack, fire or cast 
prepared spells ~ a small window In 
the corner showing a bird’s eye vim 
helps you aim - then your aeUons 
aiid the enemies are show'^n In ani¬ 
mation on the main screen - quite 
impressive when you have a barrage 
of magic weapons and spells flying 
about, and each of the Monsters 
dies graphically in a different way! 
Assuming you sur^we your first couple 
of dungeons you should end up with 
enougl:i gold and treasure to improve 
your weapons and armour, and some 
scrolls and potions so that you can start 
practi.sing magici Experience points allow 
you to build your initial 50 hit points up 
into the thousands f 



Once you have got to grips vAih the 
mechanics of the game and learn t how to 
survive, you will find an enormous world 
to explore and a number of subqucsts to 
complete In order to get all the power and 
artefacts which you >^111 need to survive 
the last couple of dungeons and gain the 
means to find the secret of tlic missing 
dragons! 

ITie Germans who put this together 
obviously had a lot of fuii doing so - you 
ean meet lots of interesting people in the 
towns such as Ttiomas Covenant and 
lolo (the bard from Ultima!) plus statues 
to i>eople like Tolkien and Garyr Gygaxl 
Oragoiifliglit is not perfect - once you 
get pretty powerful most of the fights can 
be won very easily, but you have to keep 
fighting to explore the dungeons: once 
you have seen the fight animation a cou¬ 
ple of hundred times you start wishing 
you could speed it lip a litUe: and the 
people wandering the towns are a bit 
hard to find sometimes. But if you accept 
these limitations you will get excelleiil 
value for your money as it will take you 
many, many hours to discover all the 
secrets of this excellent fantasy and 
reach Qic super animated sequence 
which completes the game. Note one 
BUG - Raisin Sehnaps = Liqueur of 
Raisins - you'll need fo know this! 

• SIGffT & SOUND - Great Ewfety of 
graphics^i atmospheric rnLLsic mfu'ch is 
due to be released on CD/ 

® OAMEPLAY - A flhfo tedious tn: plaees, 
buJ ma^nfp cui addEcrii^e, ^?piormous, 
icon based DSlD with fot.'i of depth 

♦ VERDICT - Excetfofii uafoc/or moneg, 
especially ijyoucfei the limited edition 
with the free teashtri and badge! 
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FOR SALE 


ATARI SYSTEM: SOflXL com¬ 
puter, 1050 diskdrive, 1010 
data recorder. 1029 prirtter wiih 
spare ribb&n and lead, software 
wQdh £150. twoks including 
Your Atari Compuler. Will sell 
for £300 o.n.o. or will split. Write 
4ci Richard Maynard at 1 as Vin¬ 
cent Road. Sti^row, Shteflield 
S7 1BX 

XL SYSTEM: SO&XL plus 16k 
^00. 1010 data njcorder, mags 
ar>dl manuals, 60 cassetle 
games. 11 Roms. 2 joysiicks, all 
lor £220. Cat! Fraser after 6 pm 
on 0SI>6 SZE97. Buyer colleote 
QF pays postage 

XE SYSTEM: Atafi XE compu¬ 
ter wilti tape dack. joystick, 
lighigun. games on carlridge 
and cassette. Atari U&af maga- 
giries. Excellenl condition, 
txjxed wiih instructions. Coniact 
13 Pattiscn Street. Delves. Wal¬ 
sall WS5 4PD 

130XE SYSTEM: 130XEl2Bk 
computer tbojted^. BIO disk 
drive with Happy enhancement, 
oassette recorder, many disks 
including Mini Office II and cas- 
Reties (games and scfious). 
joysticks. Atari mafgs. manuate 
ar^ bocjks. Pfinter interface and 
Sek. pfinter. Also available 
some unfinished PGBs for 
magazine prcjeds. £109 buys 
the lot. Calf Brighton (0273) 
5^6390 evenings or weekends. 

XE SYSTEM: 65XE. XC12 cas^ 
sette, cempeliliqn Pro 50DD and 
Gtiealah 125-i-joysllcfc^, sti 
i^adg arwJ manualg, bojied as. 
new. Garnes Jigiir>g book, nearly 
30 magazines, approx. £370 
worth of scftwane No spills. Will 
setl for £125 o.n.o. Buyer col- 
teds or pays postagel Phone 
Craig Stevens q€\ Lincoln (0522) 
560507 (after 6pm) 

EPSON SHEET FEEDER: 

Sheet feeder for Epson LOfl5[). 
boxed as new, £20. Boakg - ST 
Disk Drives Inside gnd Out, £5. 
ST Tips and Trteks, £3. Phene 
fyfike on 0a32 610785 (Derby) 

XE SYSTEM: 65XE with data 
recorder, £30D worth 0 ( gailfifts 
pkjs magazines. £250 ci.n.o. 

Buyer must oollect. Contact 
Glenn 081 804 7020 after 7pm 

13CXE SYSTEM: 130XE. 

XF551 disk drrva. XC12 data rs’ 
corder, touch: tablet, joystick, 
serious software, tels of uaed 
and unused disks. £150 Mr. 
Alkinson. Tel. 0604 718702 

XL SYSTEM: aOOXL. 1050 
drive, 1010 necorder. 1829 prin¬ 
ter and all leads, 5 joysticks. 
Touch Tablet, TrakbeJI. some 
ROMs, cassettes, gver 150 
disks full of every kind of epft- 
ware inq. Mini Office H. COM 
PLETE sel of Atari Users. Map- 
pir^ The Atari and many more 
micro bcoks. Worth £528. will 
sell for £380 o.n.o. Write tg Rub 
Howe. 5<'S4, Mapre Bank, 

Church Ftoad, Edgbaslort, Birm- 
mghain B15 3TE 


eOOXL: Atari 800XLwi|h 1019 
data recorder, power pack. 2 
joysticks. 20 Atari Users magg, 
mofe than 10 games. Pnee 
£100. Mr. V. Ikonornou. 39 
Amberley Road. Bi^h Hill Park. 
Eniield. Middx. ENt 2QY. Tel. 
081 380 8301 

800XL: BOOXL oornpiJl&r with 
1910 tape recorder with all 
leads and plugs plus £189 worth 
of software plus various issues 
of Alari User and New Aiari 
User. £100 the lot o.n.o.. Phone 
East Grinstead {9342> 32 T 380 
and ask for Edward Harwood 
(after 4 pm.) 

ALIEN VOICE BOX; Atari 3-bi1 
speech synthesiser plus aolt- 
wane. Very rare in the UK. 

Works, on all disk based 3-bil 
Systems bul needs AC adaptor 
Ipr XL'XE, £48. Also 1927 LQ 
primer (doesn't require interface 
unit), £69 and Touch Tablet wi|h 
Artisi cariricfge, £20. Afl exqei- 
l&nl condition. Tel. 0273 779535 
(Brighton) 

PRINTSHOP: Printshop with 
PAGE S Utilities. £20, R:R: Con¬ 
nection, £20. AtariWriler Plus„ 
£15, Ameridan Couniry Road 
Race. £2, Jewels of Darkness. 
£3, Livir>gs. £2 (all disks). 

Phone Steve 0243 373 695 

CAMES.'BACK ISSUES; 120 
bit games (tap&'dtek) iorsale 
£50 cr will split. Also back 
issues gl Old-'New Aiari User 
and manuals. Tel. Paul on 
Crawley {8293} 514632 
evenings 

XE SYSTEM: 130XE. twij 1050 
d/ives, US Doubler and .Archiv¬ 
er, data recorder, ftilt sel of Atari 
User mags and tapes, boxed 
games. Tari-Talk.. SpanaDoa, 

Mini Office, PAGE 5 mags, 
Graphijc AT printer interface. 

290 full disks, Rirtg George 
0274 570758 

MAGAZINES: Atari Uebt May 
1985 - April 1988, Analog Feb. 
1984. Mohitw issue 8-15. Page 
8 issues 17 and 21 - 32. £1 for 
each magazirie up to 5 mega- 
zinefi, £0.80 pei magazine 
thereafter. Phene Andy Furnell 
on 9522 690825 

XE SYSTEM: 65XE. 1950 disk 
drive, lape recorder, 1820 pfin¬ 
ter plotter, manueb, £308 worth 
of software inc. Ass&mbler EcH- 
tof, PL65 languagE, ?ork 1. 
Mercenary. Mg^gazin 0 S, mosi of 
Aiari User from 1&1 edition. 

Phone (0273) 400959 

80CXL COMPUTER: Neods 
aftenlidn, still boxed wilh all 
leeds etc. working order. Suil 
hardware enthusiast * affera. 

Afeo Arrrstrad green monitor - 
offers. Phorve William (evenings) 
on 8474 3826S4 

XE SYSTEM: 65XE with XC12 
dela recorder. 1058 disk drive 
purchased two riKjnths agp. 
ever £150 wenn of games most¬ 
ly tapes. 3 disks, blank disks, 2 
poyslicks and 11 mags. Belling 
Ipr £255 o.n.D. Tel. 061 707 
5917 


XE SYSTEM: 130XE. 1950 with 
Archiver (bpifed), many disks, 
disk natcher, Basic B cariridga. 
£££8 o.n.o. Must&eil. Phone 
051 648 4928 

SOOKS: Mailing The Atari, 

£8, Your Aiari Camputer, £2. 
Pete Position. £4, EMI Soccer 
cart. £4, TariTalk, £18 or £25 
the lot. Phene t^l 648 4926 

1Q27 PRINTER: 1827 IQ in ex¬ 
cellent condition, complete wi|h 
leads, ink rqllers and Atari Wri- 
tef disk. £50. Phpne 0234 
851930 Evenings only. 


WANTED 


DOS Wanted, a copy of 
DOS 2.0 wilh manual (nr ph[>tg- 
oopy) arte a full copy or DOS 
2.5 manual (original or photo¬ 
copy). WrII pay all expenses- 
Paul Smith. 21 Metebury Ave¬ 
nue, Leicester, LE4 2PV. Tel. 
8533 356587 (evenlriga) 

STATfONFALL: Infocom 
adventure for Ihe S-bH Atafi, 
musi be oomplete with all origm- 
ai game packaging. Reasonable 
price given. Phane 0506 
413773 alter 6 pm. 

USTINGS: -Could anyone send 
me phoipcopies of Biipckbreaker 
(Issue 2(!)). Munchy Madness 
Screen ttesignei (Issue 88), 
Flexible Fingers (Issu^e 26). 
Please send to D. J. Townson, 
Peaoehaven, Love Lane, Bick- 
ingrton, Newton Abbot. South 
Devon T01S 6JT 

SUPERSCRIPT: Can anyone 
help with a copy of the manual 
for Superscript? I bought a copy 
secondhand wilh no manual but 
leel I am not using ite full poten¬ 
tial. Contact Jim on 0343 
B42383. Thanks 

DISK DRIVE POWER PACK: 
1058 Disk Drive power pack 
wanted. Write to Andrew C. 
Thompson. 135 Hennllys Way. 

St. Dials. Cwmbran, Gwent 
NP44 7NF 

BTATIONFALL: Wanted ter 
13DXE, also Head Over Heels 
disk, Basil Mous^ disk. Reason¬ 
able pride paid. Tel. 9702 
284079 (evenings) 

YORKY: Wanted Yorky 256k 
[or similar) plug-in memory up¬ 
grade tgr 809XL With all RAM 
chips etc. and preferably with 
Ftamdisk software. Wirl pay 
£25-£39. tel. Rchard on (0382) 
784842 

130XE: Atari 130XE wanlecT 
wilh XC 12 within reasonable 
distarKe of Linoolnshire, Tel. 
(Boslon) 0205 353446 

XFS51 DRIVE: Wanled, must 
be in good condition and in run¬ 
ning order wilh leads ar>d manu¬ 
al. Will pay up to £108. Cantaci 
Geed Qarver, Hernmelserveg 
20, 890D Jef^r. B Belgium 


ADVENTURES: Tm looking for 
adventures such as Dungeons 
and Dragons but on the XL. Ulti¬ 
ma IV or sometlhirfg like that. 

Can anyone help? Write to 
Arneld Bonisema. Wihenaheerd 
386, 9736 r>d. Holland 

1Q27 PRINTER: Will pay £50 
lor a 1027 printer m good condi¬ 
tion and tell working order. 
Phone Andy Furnell on 0522 
&90e25 

1027 MANUAL: 1827 printer 
manual or just some operating 
inslrudions urgently needed. 

Will pay lor rnanual plus post¬ 
age. Wriie to Susan Penlecest. 
38. Ramuz Drive. Wcsljcliff-on- 
Sea, Essex 6S0 9JB 

DISK DRIVE: For 809XL. musI 
be in good workiiyg order and 
£58 maximum oggi Phone 
Colin on 0698 42493B (Even¬ 
ings) or write to 39, AJIanshaw 
Street. HamiJfgn, Soolland ML3 
BNL 

1950 DISK DRIVE: Musi be in 
gcod condilion wi|h cables. Will 
pay £80 and collect from Lon¬ 
don aroa. Phone StevE on 081 
589 2834 alter 8 pm. 

XL SYSTEM: B80XL wilh 1810 
casselte and 20 games £60 
1el. 0773 352273 

XL SYSTEM: 809XL. 1850disk 
drive.. 1919-rlala recordet. joys¬ 
tick and irackball. 195 games.. 

90 disks. FS2 and book ail 
bojced, manuate and leads. Also 
22 Atari User magaziriEs. £220 
will not E#]lit. Tel. 8968 76929 5 
pm 10 18 pm, 10 am to 10 pm 
weekEnds ask fw David 

SPEEDSCBIPT: Can Anyone 
Supply a copy or the inslrudion 
manual ter Speedscript 3.0 by 
Chartes Brannan. Ring Harry on 
0787 473136 

MAGAZINES: Wanled, PAGE B 
No's 1 ^ IB. ANTIC Vel. 1 No. 1 
10 Vol. 2 No. 3. Vor. 3 No- 2 and 
5, vol. 4N8 4. 5, 9 and 12. Vol. 

S No. 2. 5 and 6: ATARI MAGA¬ 
ZINE (SAG) Vol. 1 No. 8 to Vol. 

4. Ban Pteumeekers. Greva- 
nsmotenweg 82. 3SD8 Sint- 
Truiden. Belgium. Tel 91iyB7 
40 7a 



PENPALS/HELP 


PENPALS WArfTED: I have a 
800XL with a 1050 disk drive 
wi|h various disks plus some 
cassaltes. If you would like lo 
swap please oantaet Warren 
Whiteman, 19 Breadenoft Lane, 
Barnow-uponi-Soar. Lough- 
bflfcuph, Leics., LEI 2 3HW 

FREE SQFTWAREI: Mqw th^ I 
have gol your attention I am slil 
compiling a Top Ten dt games 
in each of Ihe tellowing categor¬ 
ies. Let me know your toji three 
in each; one and I'll let you know 
the National Result. 1. An time 
best game, 2. All time worst 
game, 3. Mosi Addictive. 4. 

Most Frualraling, 5. Besl Shgot- 
'em-up, 6. Wore! Sports Simula¬ 
tion. Gontacl Richard', 2 Colling- 
lay hleighls, Coltingiey, Leeds 
LSI 1 OJL 

Hi EVERYBODY!: Rene calling 
From Holland lo any S-bit ufeer 
anywhere in Europe. I have a 
S5XE witih 1850 disk drive and 
XC12 data oassette. I wouW like 
to hear from anyone who would 
tike to swap hints, tips and 
games. All leflers answer^dl 
Write to Rene Van Miento. 
KapilBinpuFverstraat2. 5625 
CM, Eiridhoven, HalJand 

HELPLINE: Bi^er' and better, 
now wilh newslEtler full of lips, 
cheats and maps. Drop me a 
lioE any time. I've loads ol tape 
games at bargain prices plug 
disks. Contact Dean, 138 Tewn- 
Elield Hoad, Westhoughlon. Nr. 
Bofton BL5 2NT. Tel. 840725 

POLISH PENPAL: My name is 
Paul Gontarek and I am 18 
years old. P live in small county 
near Warsaw in Poland. I have 
computer Alan B5XE with tape 
recorder XC12. I want find con- 
tacl with friends which have 
oomputor Atari esxuXE. Can 
you help rr*e7 I want exchan^ 
information and ptograms on 
the Atari Xb'XE. Paul Gonlarek, 
Ul. Modlingka 32A. 85-1 TO Jab- 
lonna, Poland 

PENPALS: Hit I'm Melanie and 
J am 12 yearg okJ. I ovrn an 
Atad SiXiXLand 1810 and 
1050. I have bte of games. I 
like lyping in programs and I 
love programming in Basic. 

Write to me to gwap hints, tips 
and oomputing problems. Alt let- 
lerg answered, so write NOW! 
Wrile to MeJa^ie Jones, 164 
Marvela Lane, Grov^ Park. Lon¬ 
don SET29PJ 


CONTACT is FREE of charge and may be used 
by any gejiume Aiari enlhusiast for contaclinK 
other owners. Any notice may be meJuded ex- 
tept those offering soflviarc only for sale or 
exchange or those offering items for sale coni- 
mercially. The Editor reserves the right to omit 
any notice received at his discresion. 

Send your CONTACT notice lo CONTACT. 
PA(:E 6, P.O. Bo\ 54, Staffoi-d, STl* IDR. 
Please write your notiee on a separate sheet of 
paper, not as part of a letter. 






























ir POCKET SIZED * PC-COMPATIBLE * PERSONAL ORGANISER ir 



Portfolio 




THE 

IN YOUR 

POCKET 

The new Portfolio from Ateri is the w&rid's first pocket- 
sized ei&ctronfc organiser that is also a powerfu! PC 
compatible computer, with a fail QWERTY keyboard 
and scroiilng &0x25 oherecter display 

Portfolio irjciudes everything you would expect from an 
eiectronic organiser - an address and teisphone book, 
tirr^a maryager, diary and sophisticated calculator 

Portfolio also includes several functions that you vtoLfid 
nof - a spreadsheet tor your personal budget 

and expense records, as well as a text pivcessor for 
typing memos end tetters. 

And, because AtarTs Portfolio is PC compatibler H can 
communicale with your desktop PC at home, or in the 
office. Vfcn/ can transfer files from one to the olher, to 
enable you to update your reports and figures with the 
Portfolio while you are on the move. 


FOR 

ONLY mm m ^ vatJ 



" SPECIFICATION " 

■k Intel aacsA ^ 4si52Mni. 

■k 5>vr«nt: Oompatibte Mi1h M&DOS 2.11. 

■k ROM: 255K containing BlO&iOperaling system 

and applii^Einns suiE^. 

flJiMr 12BK Wilh an RA.M di^, i^gnligurabli^ rrgm 

eK. Eiilsrnally wtpandable te S^OK RAM. 

* 63 OWEFTTY, IBM PC BIOS compatiWa. 
Bynad nurnacc pad and MnotkYi kaya. OfMlortel k^flldc. 

■k e^arvofaj- SEt: Extemdad IBM A&bll |255 c^araolarsj. 

* Mois tforagt: oradfl card s^zad mam&ry canola Cs^-K or 

6<IK or 123^ FtAM>. 

* Dltpiif: Graphloa UCO, aupartwiat technology, MDAcom- 

palibld. 4-0 c<)lymfis k lir>9is. 344 ^ 64 pi^gls. (uyilh tha 
oplion Ip Alfiddw a Pull -BGiiZS cfiaiteotar display). 
KfeyhCiSrd rtriCPpllcd WMilrgsC. 

■*■ Pynlpihf^ir 6Q p^in aKpansioa BUS id l$kj$ serial find 
paraiiftl porte and mamory axpajiaion unila. 

^ SlZE' -S-' X 4' M 1' C20dmm k lOSmin jr ESrutm] 

* 493 gramme (wilh ball^^ric^). 

* AppIrt*titifT$: oaJa^claf and diary, add^asa and phona 

brmk, UjIuk 5p^.B^ldshg5^. teKfphKWSPr, 

I cam-rnunioationB aott^are. j 


' COMING SOON! ' 

ki add^lcn to HieaxcaHanl so1t!Aa/a bullt-ln to tTia Pcrtlollo Fraa 
a Ch*gpi rigrt). rfhp- ppfipbfjrgp produrtt swh 

aathB siBphtstiGaltad Picket RnancapBckB^ and senaLbantranlca 
irnarlacBS ara available. And h dcesn'i ^idp ihijr^. Mbny 
^grprs rpcognisgd $Ka (HHfflntiil of 1bfl PprlfdlKl and haVB 
already alafteif to design ne^ panpherafa and aoltwara.Fidfkjcis 
curnEiilJy uni;ier dpnHgpmgnt in^lyda: SBfial inlatfarie vuiHh IDgih 

In mmi mcdeni. ^ppte MacinloBh ihterlaciB, business, uilllly and 
progrSi^rning ^oTlWiSr^ plu? :i rgng^ gl 4dvienn,irB ^nd bsitlB 
; stFBitegygateBS Porlyrll^rlreedalajlsoii the Ponfolbran^, hll 
, In Iba caupon balow atvd relurd it Sy^iemv ngiw. , 


5 BUILT-IN APPLICATIONS § 
TO GET YOU ORGANISED m 


16get you started, Rortloliocprnas Whih a suil^ 
d five usafgl lundi^ns buHl'in, all ACC^Sibl^ 
f^om i simple menu display. 

TIME MAf^AGER 

Morelhan justan alartronicdiajfy, the PorltotkJ 
Time Manager anabl@^ yPU te pta^ VOiir ap- 
ppirnnnenisvia a codprehmiye tatendarifid 
diary II c4fl avan be prograrnmad to saundan 
audibla aJarm at spacifirliTiBB to narnirKf yog 
d important appoinlnfietfils- 

CALCULATOH 

^ur Po^lfdlid will ba invaluable in tha dfiica dr 
a1 horria as a powarfui pockel oaJculalor. Il has 
a full ranged lundtions, inijH^iftping f^dprl^l. 


power 3tKl md oaicutetions, all with multi 
display terpTials and jnemorias. 

ADDRESS BOOK A DIALLER 

Rortldlte has a cd^pldo address book lai^iljLy 
teat airo¥iS you to store h uudrads dF addras&es 
and phone uumbar-B. And, a1 tha touch aF a but¬ 
ton, you can ralriefve ary ona d team., or aearch 
tor a speeiFic grouping, such as "all Kalian 
f-esleur^rits" Ai'd, whan yciu are ready to book 
yOurlaJbla, hold your Rartto^a te->our telaphona 
mouthpiace and uaa ite spediel piuilt-in lone 
dialler to dial the nump^ lor you- 

TEXT JPf^OOESsaH 

Ihe R)r 1 tolio'SbeilE-ii 1 iHKt OrOcBSEor program 


inoludas word wrap, lina aod odumn c-bUd, 
airing aaBrch, in fad mod of Ihe tohcltd^sydU 
would iind to a word processor. II handies 
fKinlerend word processor oOdrol codas and 
iltowS easy iranstor cF Fitos bBiwaan Porltolio 
and your dasktop PC. 

SPREA aSHEET 

For real cafculacing powor, Rorttolid has b Latua 
1-2-3 DwnpaliWe sptead&h&el buifl-in, Il has 
1:27 oalumrFB x 223 row^and readSiVriles Lotus 
Vl.Cl and V2-01 hies, SO yOu tan transfer data 
lO and Inom Lotus 1-2-3 on yOer desktop PC. 
The POrtfelio'E 2&6K ROM indudBB MS-D0& 
and PC BIOS oompatible systems sdhwere, 



MEMORY OAR PS 

Fy»|IVi6 e»n -B^d rpirievc -o'nd pinur-ams- 
CA RAM (H‘ care giiP meirT^ry Gfl’dE. 

lhDi llDI itt ^uill-in -CWrl -diivi^ 1>« (n I dt-ni u-ir<v i L«ie le 
Ihrufl lUHb, a4K 12flk lu yci< C^inY-P l^-By 
orfdalA In ^out pock«!. ThACdr-d dri^^ RC^ 

cajds, wh<chb can ccnoJn cammarclal or ciislam i£!inMir« 


POV^ER SUPPLY 

PaiilDliCi d pQMW-bd by rh/AA AA tiAIIAr^f. whip^ Hill i^in 
kH up Id six WKiu wtto niormal ucd^ or rr^^m nuird. ua- 
rq on -ad^kF AH rkD pDriphnraJs taka Itvir powar rr^m 
IHb ^Ihilrv 3a no bpA-b bollBrcB or ajtSiptam arb roqulrad. 
A, biAter^-l-m' -aBraiig -Bnd mBmarir back up ardi^ra 1hal 
■^meiign * nW loHl whfln IhB baneriBS arci chunpod. 


INTERFACES & PERIPHERALS 

^■■V>r?OBn !?{7mmun»oaJD ^ilh DlhurcumpulDrsandsup- 
P i;! pBriphBr3.<B vm a buill in ED pin 

but ODni'.^iAr. ^1 Bv^ilubip inDMda agrar and 

pjibllpa Inl^rlb^ AH^ iwfry (to frj 

can aJ^D adkj a card dri^iA cby(ii.ii PC. lO gr^bto 

II to r-aadrdrlto to- RDrllalto'b cards. 


K 


SILICA SYSTEMS OFFER YOU 


fHEE aVEmiGHT COURiER OEUVERYi On all hardware orders shipped in the UK. 
TECHNICAL SUPPORT RELPLiNE: Team o1 Atari Technical ekperts at your service. 

PRiCE MATCH: We normally m-Bftch gompelilora-on a '■‘Ssme product - Sorrifr pr'ica" bisis. 
i'STAPL/SWED 12 YfARS; Proven track record in proFe-ssiOnal ccwnpu1a«- sates. 

£i3M TURNOVER twfJfr EG ataffT S4l»d and raliabke wilh mainlainad grawth. 
BUSINESS/BBUCATtON/GOVERNklENT; Vhluma discouniB evailBbla fc^ targe orOers- 
SHOWROOMS: Damonatration and Iraining lajcililies at our UOtodon -J StoCup branches. 
THE fuLL STOCK All of yoijr Atari PC requir&merits frtw one Suppliar. 

FRfE CAfA LOCOES.- Will be nnailed 10 you with -orrers ar^d Soflware/perFpherat details. 
PAYMENT: By casfi, Chegya and all major cradit cardB. 

CREBIT PAYMENT TERMS: Silica are licensed credit brokers - detalla on recfue^t 


&rfarByau dccidi? when to Ouy your na^ At^n Ppitlpiig. m SUW«t yOU tJlink very tarfltollv about WHERE yiAJ 
buy it. Cbi^idBi wbai il will bB likti a lirw manlfys alter buying ycur Ftorltolic^ lAihan yuu rn^y ruquira etldlttonal 
pRrigh0r^$.(ir isgllMFrR, or help-girid BdYiC0v«ith youf iteWpuiChaS4. And.wiiH thoiiiynpBrry yau buy tram conlod 
ytiuwhh dtolaJIs of hew PdrltoliDpradLich? A, Silica $yUx?n^?, w«4n«iijrn IbBtyou t^iniiBWBrHkhlnn tOwO^ry BbOvL. 
5<I|CB St^erns iB a OBW diviBion Ol Silica Shop, Ihe UK'O- leading Atari specialisls. rhis- now Urvisian has bann 
nrjnlishcd to prwicto a spn^lc# to Iti® mo?e serfeuB home uBBr. »,«|| i& buSiriM* and aduCafliim purchasars. 
SiicahaiHi bean eslablishad ih^r mcf lEyaars, and 

hauR gn Bwiral !urnort.ier c/t cta million Wto our 

urrivallEd eigpcricncc: arid axparllsB, CBn n^^ 

ClBim CO mi^ai Our CuaiDoiars requirEmenls with -ani 
iirfdgr&'i.anding ivhlch 1^ BBCOnd to noo0. Bui don't 
iuai lakif Pur word fbr it. Cdmptote and return Iha 
nogpnn rViF. tor^m laicaai Fiaa literalurc and begio 
Id cKpcfienc? IhR ' SlUca SysWtoB SflrYiCB l 


SILICA 

SYSTEMS 



MAIL PRPER: 

Oi-H^i LiiiBB OpBn: Mm-&a( 

LONDON SHiSr; 


Mcn-Ssfi S.:Marn £ltoprTi 

SIDCLJP SHOP: 

NiMa- MQrt- Sw 


1-4 Tk Mews. HartherlEy fid, Sidcup, Kienr, [)A14 ^DX Tel: 0G1-3O91111 

B.ddani-fi.l!Hipin _ Wq LdIq Ntghrt apaning _Wi-M® OCM 

52 Tottenham Court R&ad, London, WlP QBA Yel:' 671-50MdS6 


Laic NighI: Thurariay umn Bpm 


Fiji Ha 0iri-gaa4?3? 


BLISiHESS/f DU CATION; 

OrdRr Linda QpAn. MavFi'j 


1-4 Tk Mews. HatherlEy fld. Sidciip, Kjent, [iA14 4DX Tel; £lBl-302 5811 

SjDOim-Sidiiprn LaJe Nighl: Priday urV^i rpm_ Fm Ha: flBSj-yBQQI? 


1-4 Tite M«m. Hat'iieriey'nd. Sidciw. Kent. DA14 4DK Ifel: liai-3113 OatL 

IKipin Cimad «n-^lurdBi/E Fa k Noe GBi-SOS KOB 


To; SIHca Systems, Depi P5IK-0291-3e. 1-4 Tiie Mews, Haffleriey RD, Sidcup, Haot DA14 40jn 


PLEASE SEND INFORMATION ON PORTFOLIO 


Mr^MrgVMls: . Initials: . Surname: ... 


Address: 


I 

I ..... PoBicdde: .... 

Tel (Hornet: .... . Tei (Work): ... 


® Company Marne. ... .. 

j^^hich computer^Bji. il any, do yov own'?. . . ... 

E-l-OE Ad^nJsOD Aififdl AfM ApACil CJJifiitl mAv chinjp - pifiiiH irtum Ihik 1^-ihf-Igr^aii irt^irmiton. 

























































































j£T FISHTiff SCHDni ii 


Hundreds of disks for both the Atari XL/XE and 
the Atari ST but with a difference - every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don^i throw in everything Just to make our 
catalogue bigger. 


Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIONS - hundreds of quality im¬ 
ages to include in your DTP creefions 


CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST - PLEASE PHONE FOR YOUR COPY 


We import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 - SOME GREAT TITLES 
THAT YOU DON*T SEE ELSEWHERE 


mapping 

theaerri 




Ehc 

)o?oF! 

iNus j :GUIDE 

C'ESl •V-MMrNClNC 


M Ii 




liSramnan 


Keep that equipment free from dust and spiffs^ We have been selling our top 
quality dust covers for over five years with thousands of sefished customers 

AND WE SELL ... CABLES, BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as welt as having Tegular offers on selected ST and XL/XE software 

THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1 DR 

Telephone 0785 213928 Ask for our FREE catalogues 
























